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Activision 

2350 Bayshore Frontage Rd. 

Mountain View, CA 94043 

HACKER II: A strategy ad- 
venture sequel to Hacker . In 
Hacker the computer user was 
confronted with a simulated 
computer malfunction which 
lead to the break-in of a pri- 
vate computer system. Pro- 
vided with no rules or clues 
the player was challenged to 
search and use information 
found in the system. In 
Hacker II You are asked to 
electronically infiltrate a se- 
curity complex in Siberia and 
uncover The Doomsday Pa- 
pers (which contains a plan to 
bring the world to its knees). 
As in the original game, 
Hacker II comes with very 
little instruction, you are on 


your own. C64/128 ($34.95), 
Apple ($39.95), and IBM 
($49.95). Circle Reader Ser- 
vice #1. 

Avalon Hill Game Co. 

4517 Harford Rd. 

Baltimore, MD 21214 

THUNDERHEAD: Mission on 
Thunderhead is an action ad- 
venture game where you are a 
member of the human resis- 
tance group fighting the evil 
Eternals. The game contains 
two scenarios. In Operation 
Tempest you attempt to locate 
the power source of Thunder- 
head and destroy it. In The 
Final Appeal you, as a con- 
victed agent, attempt to es- 
cape from the complex before 
your sentence is carried out. 
Over 50 rooms, four mazes. 


100 variations and nine skill 
levels. C-64 and Atari 8 bit. 
Circle Reader Service #2. 

Cygnus 

P.O. Box 57825 

Webster, TX 77598 

QUIZAM!: OK, so it’s another 
computer trivia game! So 
what! It’s a good one! One to 
eight players; eight different 
playing "boards"; eight levels 
of difficulty. The hi-res 
playing "boards" are pleasing 
and provide the strategic ele- 
ment missing from most com- 
puter trivia games. But what 
really sets this one apart is the 
ability to write your own 
question diskettes. In addition 
to coming up with your own 

Continued on pg. 8 
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WHAT WOULD YOU EXPECT FROM THE HOTTEST 
NEW COMPUTER BASEBALL GAME? 

■ Excellent Graphics and sound effects ■ YOU are the manager of any one of 
thirty actual World Series teams from 1960 to 1975 ■ Play against a friend or 
the computer ■ Your strategy can be applied to every pitch, swing of the bat, 
and advance of the runner 

OF COURSE YOU GET ALL THAT — 

BUT LOOK WHAT ELSE! 

■ Not one level of play, but five: Slugfest, Super Slugfest, Average Big League, 
Pitcher’s Duel, Pot Luck ■ Fully menu driven, all options appear on the screen 

■ No overlays or cards to memorize or replace ■ No joysticks, full keyboard 
control ■ Create and track division standings ■ Create your own team from 
your favorite players ■ Customized team disks available — any thirty teams 
from 1910 to present ■ Let the computer match up your favorite teams --up 
to eight games at once -- with our unique Scoreboard Watcher feature ■ Play 
every pitch, not just one pitch to a batter. You don’t waste time with fancy 
graphics displays. The result is an action-packed baseball game you control, 
which can still be played in forty-five minutes 

BASEBALL FANATld^ — DESIGNED TO BRING OUT 
THE BASEBALL FANTIC IN YOU 

Copy protected $39.95 Non-protected $49.95 

MasterCard and VISA card holders order by phone 1-800-228-9709 Dial * 3591 
To order by mail send check or money order to: 

Performing Arts Software 
320 N. Brazil Ave. 

Indianapolis, IN 46219 

Indiana residents add 5 % sales tax 


Circle Reader Service #15 




Performing 

Arts Software Inc. 

IBM PC end COMPATIBLES 
n«4|ulr*» 2S<Sk / Color Qrephics Coid 
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Macintosh Windows 





Frank C. Boosman 

Although it’s September as you’re reading this. 
I’m sitting here at my Macintosh during the Fourth 
of July weekend, trying to get ahead on my 
column. Summer is the slow season for computer 
games; game manufacturers know that consumers 
are outside eating barbecue ribs and playing 
softball, not indoors with their chips, soda, and 
latest computer game... except for the dedicated of 
us, that is. We’ll have to wait a bit for the big 
releases of the year, but I think I have plenty of 
material to tide us over. 

This month we have a tennis simulation up for 
review. Grand Slam (GS) is the first offering from 
Infinity, a new software company. And while we’re 
at it, we’ll take a look at another sports simulation: 
Race Car Simulator from Creative Solutions. 

Everything But Chris And Martina 

The name GS refers to the series of four 
tournaments that form the Kentucky Derby of 
tennis: the Australian, French, and U.S. Opens plus 
Wimbledon. To win the game you’ll have to win all 
four tournaments, not an easy or quick task. After 
entering your name and nationality, you’ll be on 
your way. 

GS provides just about all of the options a 
tennis game could: for starters, you can choose your 
racket composition: wood, metal, or graphite. Then 
decide how tightly you want your racket strung: 50, 
60, 70, or 80 pounds of tension. Of course, you’ll 
have to decide which tournament you want to play 
first. The French Open is a good choice; its clay 
surface slows the game a bit. If Paris isn’t your cup 
of tea, try the U.S. Open, which is a bit faster and 
more difficult. Wimbledon’s grass playing field 
makes it very fast, and the Australian Open is 
probably the most difficult of all with its grass and 
occasional bad bounces. 

Now you should be ready to begin; so take a 
look at the Tactics menu for hints on the stadium 
you’re playing in. Don’t forget to scope out your 
opponent; GS has a total of four: Demon, Warrior, 
Chiphead, and Ace. If Demon is the computer 
equivalent of Boris Becker, then I suppose Ace, at 
the other end of the scale, is the computer 
equivalent of... uh, me. You get the idea. To 
receive your opponent’s serve, click the mouse 
button. Get yourself into position and return it! 

You can lob the ball if you want, or smash it, spin 
it, slice it (dice it?)... 


The Inner Game Of Tennis 


That’s GS for you. As you can tell, GS has a 



male, and I’m sure women find the opposite true. 

Of course, this is a problem in most computer 
games, not just GS, and that’s a shame. Tell you 
what: I’ll make a special mention in this column of 
the first new Macintosh game I see with an on- 
screen female character. 

The sound is another weakness in GS. Although 
it has digitized sounds of the racquet hitting the 
ball, and the crowd applauding, it needs more. For 
example, I would have liked to hear the umpire call 
"Out!," the announcer speak the score after every 
point, or maybe even the players grunt and wheeze 
after difficult shots. 

Also, it might be cute to see on-screen players 
hurl their racquets in the air after winning 
matches — or even throw tantrums after losing close 
calls. Shades of John McEnroe! Another feature 
they might include would allow you to customize 
your computer opponents’ playing abilities. You 
might define a particular opponent as having an 
excellent serve, a devastating smash, but tiring 
easily, and not playing well on clay courts. Then 
you could simulate any player in the world, and say 
things like, "I whipped Ivan Lendl in straight sets 
today!" Now that would be fun. 

GS is a good game. It will be even better when 
Infinity adds some of the features I mentioned, as 
well as others that are coming. For example, a 
version of GS to be released later this year may 
allow players to compete over modems or 
AppleTalk, which would be great. Until then, I like 
to think of GS as a diamond in the rough: pretty, 
but even more so once it has been cut and polished. 
GS retails for $49.95. 
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large range of options, but it’s not everything a 
tennis game could be. The most glaring omission is 
the lack of female on-screen players. I imagine I 
would find it slightly disconcerting if my screen 
representation was a female player instead of a 

Red Line 7000? 

A well-established genre in computer games is 
the racing game. Go to an arcade with some older 
game machines and you’ll see racing games that 
date back about as far as you can remember: before 
Defender, before Asteroids, and yes, before Space 
Invaders. Back then, auto race games used overhead 
views of the track, and after a while, people tired 
of seeing the same basic idea repeated over and 
over. It took Pole Position to revitalize racing 
games with its driver’s-eye view of the road, an 


^ File Edit Car Driuer Race Options 



idea that is now in wide use. Interestingly, Race 
Car Simulator (RCS) offers both overhead and 
driver’s-eye views, as well as the ability to design 
your own race tracks. 

Getting behind the wheel in RCS is easy: start 
the game, wait for the 3-D view and overhead view 
windows to appear, move the cursor below the 3-D 
window so that changes from an arrow to a steering 
wheel, and press the mouse button. Now you’re 
accelerating from the start line at the Indy 500, 
RCS's default track. Driving is simple: hold the 
mouse button down to accelerate, press the space 
bar to brake, and move the mouse from side to side 
to steer. You’ll hear the sound of the engine change 
as you speed up and slow down. 

To design your own tracks, click in the overhead 
window, select New from the File menu, and draw 
a polygon (a connected series of lines). If you’ve 
used the Polygon tool in MacDraw or MacPaint, 


you’ve done the same thing. Once you’ve completed 
your track, you can fine-tune it. Select the track 
width- -narrow, normal, or wide- -from the Edit 
menu. Or move one of the points of your polygon 
to adjust your track’s path. When you’re satisfied, 
go back to the 3-D window and begin racing. 

That’s all there is to it. Of course, you can save 
your tracks, or use one of RCS's built-in tracks: 
Brands Hatch, Road America, Monaco, and Fuji 
International. And you can customize the 3-D 
background and hood of your car in MacPaint, a 
nice touch. 

Like Grand Slam, RCS is a good game, but 
needs some additional features. First of all is the 
sound: RCS doesn’t take advantage of the Mac’s 
sound capabilities, and what it produces reminds 
me of the sound on my old Atari VCS games. RCS 
would really benefit from the addition of good 
digitized sound. Listen to Microsoft’s Flight 
Simulator and you’ll know what I mean when I say 
that realistic sound adds a lot to the believability of 
a simulation. 

Also, when creating tracks, RCS doesn’t allow 
you to cross lines — that is, no intersections or 
overpasses. Since the area you create tracks in is a 
fixed, limited size, intersections could allow longer 
tracks, which would be nice. Finally, since RCS is 
limited to only one player on the track at a time, 
all you can do are time trials. It would be nice if 
there were computer-controlled drivers on the track 
at the same time, to give the game the feel of a 
real race: snaking between cars, slipstreaming, and 
the like. 

RCS hasn’t been advertised that much, and is 
hard to find: none of the mail-order firms or stores 
I called carry it. But you can order it directly from 
Creative Solutions for $39.95. Since it is so hard to 
track down, I’ll give you Creative Solutions’ 
number here: (301) 984-0262. Or circle Reader 
Service #78. 

Keeping In Touch 

I encourage your comments — and thank those 
readers who have already written for their 
suggestions. You can help me make this column as 
good as it can be by writing to me at: 4568 Georgia 
St. #2, San Diego CA 92116. Or you can reach me 
at the following electronic addresses: 

MCI Mail: fboosman 

BIX: frankb 

Until next month, keep playing those games! 
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PEEK (Con.) 

trivia categories you can per- 
sonalize the game and make 
up categories about family 
members or friends. C-64 
($39.95). Circle Reader Ser- 
vice #3. 

Electronic Arts 
1820 Gateway Dr. 

San Mateo, CA 94404 

AGE OF ADVENTURE: This 
is a repackaging of two pop- 
ular graphic adventure games 
( The Return of Heracles and 



WARRIOR’S REALM 


Thieves). Both games have 
improved sound and graphics 
and streamlined user controls. 
In The Return of Heracles 
you lead a band of mythical 
heroes through Ancient 
Greece as struggle to complete 
the twelve Herculean tasks 
(the game is based on the 
classic mythological writings 
of Robert Graves). In Ali 
Baba and the Forty Thieves 
you quest through Thieve’s 
Mountain in order to save the 
Sultan’s daughter. Both games 
include a cooperative mode 
that lets two or more players 
assist one another during the 



PLAY BRIDGE 


course of the game, with each 
player commanding his or her 
own character or group of 
characters. Because of the 
game’s ability to randomize 
play elements, each game is 
different. At only $14.95 this 
is a great buy. Apple. Atari 
400/800 to come. Circle 
Reader Service #4 

Electric Transit 

501 Marin St. Suite 116 

Thousand Oaks, CA 91360 

LUNAR EXPLORER: A 
real-time simulation of lunar 


Continued on pg. 47 



ELECTRONIC GO BOARD 




Tired of your old campaign? The arena- 
cities of Alastari are looking for a few good 
gladiators. Now you and your friends can 
battle like the heroes of old in DUELMASTERS™ 
the ongoing campaign by mail where gladia- 
torial combat is a way of life, 
is the most realistic and intense combat you 
will ever experience. Step into our 
i| world. Victory, disgrace, or death 

V V await you on the arena sand ... 

V 'I 

/ Write for our free, no obligation 
set-up and rules. 

Turn fees are S4.75 for one gladiator and SI, 50 
for 'each additional warrior up to 5 (an average 
I for some. 


Cheapware® GAMES 

for the IBM-PC and compatibles 

GRAMARCY® - ttie Word Game: Plays just like the newspaper 
word game. Object is to find all words of four or more letters in a . 
given word in the least time. Utilities included can update data 
base of over 23,000 words and find ali words in any given 
word $50.00 

WORD SLEUTH - for Crossword Puzzle Lovers: Will find and 
display matches to any skeleton you enter such as ??ppy- Data 
base of almost 40,000 words can be updated or displayed with 
utility programs included $45.00 j 

CASINO POKER; Play Draw Poker against up to six computer 
created opponents under casino betting rules. You enter game 
options before play begins $30.00 

ARCADE POKER: This is the same game played in video arcades. 
Program deals five cards, allows entry of discards then scores 
your resultant hand using point values you preassigned to each 
poker hand $30.00 

DRAW POKER: Four compiled programs include Arcade Poker, 
play against the Dealer and play against others tor either fun or 
money $55.00 

POKER PLUS: This is DRAW POKER plus CASINO 

POKER $75.00 

POKER ODDS CALCULATOR: Compute exact odds of holding any 
Poker hand at the end of the second draw and then learn how to 
use those results to hone your game strategy between the deal 

and the draw $35.00 




Write to: 

Reality Simulations, Inc, P.O. Box 27576, 
Tempe, AZ 85282, (602) 967-7979. 


Circle Reader Service #16 


For more information write: 

Robert L. Nicolai 
4031 N. Ninth St. 

St. Louis. MO 63147 


lOO-NiCOLAI (642*6524) 


314-621-76U in Missouri. 
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On the Road to 

As the German Wehrmacht approached 
the open steppes around Smolensk, the 
invasion of the Soviet Union was on 
scheduie. At this rate, the army would 
capture Moscow and throw the Russians 
out of the European continent by the time 
the snows feii. 

At the head of the Panzergruppe invading 
centrai Russia was Generai Heinz Guderian, 
the man who turned the potential of armor 
into the reaiity of Biitzkrieg warfare. 
Opposing him were masses of Soviet 
infantry and armor determined to defend 
their homeland, but untried in battle. With 
Guderian’s armor and motorized infantry 
divisions approaching the ancient city, the 
stage was set for another encounter with 
the Nazi juggernaut. 

Guderian simuiates this critical campaign 
of World War II, using the acciaimed 
joystick-driven system from Gulf Strike. On 
the fuil-coior scroiiing map of centrai 
Russia, the German piayer must master 
Biitzkrieg tactics to encircle and overrun 
Soviet divisions and drive deep enough into 
Russia to make the capture of Moscow 
possibie. At your command are infantry 
divisions, panzer regiments, motorized 
infantry, panzergrenadiers, even the 1st 
German Cavairy Division. 

The Soviet piayer must work to counter 
the German threat, and make attacks 
capable of cutting off supply to the forward 
units. Whiie your army is massive, it is aiso 
untrained. Soviet units begin piay with a 
hidden strength reveaied oniy at the 
moment of combat. Uncertainty is always 
present. The game becomes a tense 
contest as German units biunder into 
Soviet strongpoints, while Russian attacks 
can suddeniy turn into a rout. 

Guderian has a solitaire option ai lowing 
you to take command of either the German 
or Soviet armies, as well as overrun attacks, 
supply rules, Soviet ieaders, rail movement 
and optional reinforcements. The rulebook 
introduces new players to historical 
gaming, expiaining cieariy concepts such 
as zones of control, supply, combat and 
movement. Planning map included. 

The battle for Moscow was lost on the 
fields of Smolensk. Now is the time for you 
to re-create (and rewrite) history with 
Guderian. 


Moscow . . . 




German Panzers 
overrun Russian 
defenses west of 
Smolensk. 


COMPLEXITY: Intermediate 
SOLITAIRE SUITABILITY: Very high 
TIME SCALE: 2 days per turn 
MAP SCALE: 10.5 km. 

UNIT SCALE: Regiments and divisions 
PLAYERS: One or two 
PLAYING TIME: 1 V 2 tO 3 hrs. 

Guderian is ready to run on your 
Atari® 8-bit, Apple li family or 
Commodore® 64/128 home computer. 
$30.00 

Available at better computer, software 
and game stores or direct from 

micpocomputen games division 

The Avalon Hill Game Company 

A MONARCH AVALON, INC. COMPANY 

4517 HARFORD ROAD • BALTIMORE, MD 21214 

1 - 800 - 638-9292 




STRATEGIC STUDIES GROUP 

BRING YOU ANOIHR CHAUBNGING AND ENTER1AINING SIMUIATION. 
SIEP INK) THE MGT AND EXPIDRE SOME OF THE MOST EXCITING 



MncanoiiTs 

FROM WORLD WAR R 


BAnC€fROnT 

is a recreation of 
land battles from 


the Second World War. 


Four separate scenarios are included with the game system as well as a comprehensive and easy-to- 
use design kit. The scenarios are Crete (1941), Stalingrad (1942), Saipan (1944) and Bastogne (1944-5). 

Each commander can control a force as large as an army corps; up to 60 battalions distributed in 
3 divisions. The computer can direct either or both commands, allowing for an exciting face-to-face 
contest with a friend, challenging solitaire play and/or extensive historical analysis. 

A complete range of unit types is provided including among others, infantry (foot, motorized and 
mechanized), armour, anti-tank, artillery, engineer, parachute and marine battalions. 

The game mechanics will simulate meeting engagements, mobile defense operations, set-piece 
assaults, amphibious and airborne invasions in any combination. 

Unit strengths and types, types and difficulty of terrain, effects of roads, cities and forts are all 
software controllable. A complete and accurate battle environment can be built up to recreate each 
scenario. 

Off-board air and naval support, air superiority, weather, supply, fatigue and combat experience are 
all included. 

Your role as the corps commander is to direct the divisional and regimental HQs of your force by 
assigning an order from the appropriate action menu. The actual movement of battalions and the 
resolution of any conflict is handled by the computer. 

The strategic and tactical decision making is up to you. How well your men execute your orders will 
be a true test of how well you have commanded them. 


AVAILABLE FOR THE APPLE II FAMILY AND THE COMMODORE 64 FOR $40 AT ALL GOOD SOFTWARE AND GAME RETAILERS 

OR DIRECT FROM STRATEGIC STUDIES GROUP. 

IN THE US - 1747 ORLEANS COURT, WALNUT CREEK. CA. 94598. (415) 932-3019 

IN OZ - P.O. BOX 261, DRUMMOYNE. 2047. (02) 819-7199 





Game software for the Amiga has entered a 
brief lull. Several new titles have just appeared and 
will be reviewed in the next issue. These include 
Little Computer People from Activision, Mynd 
Walker from Commodore, and Marble Madness and 
Adept from Electronic Arts. Of these, the long 
awaited Marble Madness and Mynd Walker, are 
enjoying great market success. 

What we have seen over the pass few months are 
items that use the graphic and sound features that 
are so outstanding on the Amiga. These products 
are the utilities and tools that are used in creating 
the individual features that will produce a new 
game or user program. 

Picture This 


In the general area of paint programs, we have 
Graphicraft from Commodore ($49.95), Deluxe 
Paint from Electronic Arts ($99.95), and Images 
from Aegis ($79.95). 

Graphicraft was programmed for Commodore by 
R.J. Mical the designer of the Amiga’s program- 
mer-user workbench interface known as Intuition. 
Even though it was programmed it in just a few 
weeks, it is quite powerful and easy to use when 
compared to other similar programs for other non- 
Commodore computers. Its lower price is an attrac- 
tive feature when compared to the other two Amiga 
products. 

Deluxe Paint is the most popular of the three 



because it is the most user friendly, and it contains 
nearly EVERY feature one could want and then 
some. It features the option to create files in low. 

Circle Reader Service #20 


medium, or high resolution. Brushes can be created 
using part of any drawing. 

Images is also quite popular and is generally 
bought as a bundled package with the Animator 
which will be talked about later. This program has 
certain features missing from Deluxe Paint like 
pattern fills and dithering (creating shade grada- 
tions between colors). 

In talking with several graphic artists, I have 
generally found the they own both Deluxe Paint 



and Images in order to have the full complement of 
options available to them. All three programs create 
a file using a common standard file format (IFF). 
Both Electronic Arts and Aegis are planning prod- 
uct upgrades to add additional features. 


Let’s Have Some Action 

Both Electronic Arts and Aegis have comple- 
mented their excellent drawing programs with 
products that add movement and action to the dis- 
play. These programs provide for titling, animation, 
and video presentations that duplicate the output 
from equipment and software that would normally 
cost from $10,000 - $50,000. 

Animator from Aegis ($139.95 which includes 
Images) does some very creative processing using 
drawings and a feature known as "tweening" to 
create very fast and fluid animation. It is able to 
use a minimum number of drawings, a given period 
of time, and will gradually fill in missing drawings 
in between. The drawings can even be quite dif- 
ferent from one another and the program will per- 
form a metamorphic transformation from one to the 
other. 

Deluxe Video from Electronic Arts ($99.95) is 

Continued on pg. 14 
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NEW NEW NEW 

1 28IC Apple 
Compatible Computer 

The moment you buy it the Laser 128 computer is compatible with virtually all software for the Apple® II, 
Apple®IIe, and Apple® lie. All the equipment is here. Plus the Laser 128 gives you the features Apple® forgot. 

* 5%" Disk Drive * Additional Disk Drive Interface * Serial Printer Interface 
• Parallel Printer Interface • Modem Interface • RGB 80 Column Color Interface 
• Mouse Interface • Hi-Res Graphics • 32K Rom • 128K RAM • Expansion Slot for 
Apple® Peripheral cards * Battery Pack Interface * Numeric Keypad 
Limited time only * Programable Function keys • Carrying Handle 

* Free Magic Window lie Professional 
Word processor ($ 1 49.95 Value)-£xv.- 



•Home 


Comparably priced 
Apple@lle 
system 


•Business 


LAsmnB 


•Students 


•90 Day 
Warranty 


Comparably priced 
Commodore® 128 
system 


This is the best computer buy in the U.S.A. You get the complete Laser 128 computer with all the features 
shown, Plus tor a limited time only, you get the Professional Magic Window lie Wordprocessor all for 
only $395.00. We have tested this machine with over 500 software titles from our comprehensive catalog 
and the Laser 128 runs them all perfectly, (it even runs Appleworks®) This is a must buy for new and old 
computer buyers. List $648.95. Sale $395.00. 


Centronics cable (for Centronics Printer) $ 29.95 

Serioi Coble (for Modem hookup) $ 34.95 


Sale Accessories 

$ 19.95 2nd Disk Drive $299.95 $ 129.95 

$19.95 Professionoi Anoiog Joystick $39.95 $ 19.95 


9” 80 Column Hl-Res Green Monitor $199.00 $ 59.95 

Apple and Commodore ore registered trodemarks of Apple Computer Inc. and Commodore Business Machines Inc. respectively. 

Add $10.00 lor shipping, handling, and Insurance. Illinois residents please add 
6% % sales tax. Add 20.00 for CANADA, PUERTO RICO, HAWAII, ALASKA, 
APO-FPO orders. All orders must be In U,S. Dollars. WE DO NOT EXPORT TO 
OTHER COUNTRIES EXCEPT CANADA. Enclose Cashier Check, Money Order or 
Personal Check. Allow 1 4 days for delivery, 2 to 7 days for phone orders, 1 day 
express moll. Prices S Availability subject to change without notice. 

VISA — MASTER CARD — C.O.D. C.O.D. on phone orders only. 


RGB cable (RGB Monitor hookup) $ 24.95 $ 19.95 

Expansion Box $99.00 $79.00 


Computer Direct 

We Love Our Customers 

22292 N. Pepper Rd., Barrington, Illinois 60010 

3 1 3/382-3344 to order 
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Complete Apple® Compatible 

Word Processing System 

Home • Business • Word Processing 


* 15 Day 
Free Trial 

• 90 Day 
Warranty 






Look At All You Get For Only $499.00 


Laser 128 Apple Compatible Computer 
Big Blue SVi" Letter Size 80 Column Printer 
9" Samsung Green Screen Monitor 
Magic Window lie Word Processor 
Magicalc Spreadsheet 
Magic Memory Data Base 
Laser 128 Printer Interface 
2 Roils of Paper 

Comparable Apple System ($2495.00) 


ave 


List Price 

$499.00 

199.00 
129.95 

150.00 Over 

'H'H 

19.95 L— '■■■■■ « ■■ ■ .1 — . 

1227.85 ® Pieces only *499® 


700 


Magic Window He Word processing is 
easy and more efficient because of a 
simple-to-read menu system and editing 
commands. Many powerful features of 
professional quality programs and more. 
Supports virtually all major printer 
functions. Operates with most 80-column 
video cords or 40/70 column no-hordwore 
modes. 


Magicalc Rated as the best electronic 
spreadsheet on the market for 
Apple®. The speed with which 
Magicalc solves number problems 
allows you to accurately analyze 
decisions beforehand. Supports 
multiple RAM cords of most 
manufacturers in any combinations up 
to a full 512 K. 


Magic Memory File anything, any way 
you want to: names, addresses, 
important numbers, dotes and notes. 
Your information is organized simply, 
easy to maintain, and available 
instantly. Supports all popular printers 
and video cords. 

Applets) is a registered trademork of Apple Computer Inc. 


Add $30.00 for shipping handling, and insurance. Illinois residents please odd 
6’ 3 % soles tax. Add $60 00 for CANADA, PUERTO RICO, HAWAII, ALASKA, 
APO FPO orders. All orders must be in U S. Dollars. WE DO NOT EXPORT TO 
OTHER COUNTRIES EXCEPT CANADA, Enclose Cashier Check. Money Order or 
Personol Check Allow 1 4 days for delivery, 2 to 7 days for phone orders, 1 day 
express moil. Prices & Availability subject to change without notice. 

VISA — MASTER CARD — C.O.D. C.O.D. on phone orders only. 


Computer Direct 

We Love Our Customers 

22292 N. Pepper Rd., Barrington, Illinois 60010 

3 1 2/382-5050 to order 
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Amiga Preferences (Cont.) 


also a very capable program that uses drawings and 
character fonts to provide excellent presentation 
graphics. The full range of titling options resembles 
opening movie credits. Sounds or music can also be 
added along with the moving graphics. Its anima- 
tion is limited to cel animation, but the result is 
impressive. 

Both of these products are equally impressive. If 
you can only afford to buy one of them, take a 
long look at their manuals before you decide. 
Putting together an animated graphic presentation 
with either is going to require some serious drawing 
and planning on your part. The software makes it 
easy to put it all together and modify, but you are 
still going to need to do the preparation work. 

Print It 

When it comes to preparing signs, banners, 
cards, posters and calendars, then Deluxe Print 
from Electronic Arts ($99.95) is the only "game" in 
town. Very similar to the very popular Print Shop 
from Broderbund (which is NOT yet available for 


the Amiga), this package offers some things beyond 
that program. Image, Border and Text colors are all 
independent from one another and can be easily 



changed. If you do not have a color printer, the 
various colors will be printed using different pat- 

Continued on pg. 38 


You’ll need skill and cunning to outwit 
SABERHAGEN’S deadly BERSERKERS in 


OUT OF 

mAmm 


•STRATEGY-TACTICS*ARCADE ACTION* 

A MULTI-TIERED GAME ENVIRONMENT 
•Saberhagen’s original short story 
WINGS OUT OF SHADOW 
•Map of the Taynarus Nebula 
•Schematic of your ship the JUDITH 
APPLE® II+, Me, Me (48k) 

IBM-PC, PCjr® (128k) 

BERSERKER WORKS LTD 
PO BOX 14268 
ALBUQUERQUE, NM 87191 
505-298-3237 

® APPLE is a TM of Apple Computer, Inc. 

IBM is a TM of International Business Machines. Inc. 
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HNAUY, 
WEHEdVINGA 
KILLER DISEASE 
SOME OF ITS 
OWN MEDiaNE. 

A disease that once put an end to 
its victims, may soon be put to an 
end itself. 

The disease, carnitine defi- 
ciency, destroys the body’s ability 
to produce carnitine, a muscle-fuel- 
ing substance. Until recently, car- 
nitine deficiency meant certain 
disability. Often, it meant death. 

In the past year, though, car- 
nitine replacement therapy— devel- 
oped with funding from the 
Muscular Dystrophy Association — 
has allowed fully half the patients 
treated to resume normal lives. 

Carnitine replacement ther- 
apy is one of the most encouraging 
developments in MDA’s fight 
against 40 neuromuscular diseases. 
And for one of those dread diseases, 
it could be the beginning of the end. 



Muscular Dystrophy Association 
Jerry Lewis, National Chairman 
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I From Origin, source of the classic, 
award-winning Ultima^'^ series, comes 
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A futuristic, fast-paced strategy role- 
playing game by Lord British and 
Chuckles. Based on the f ~~J 
award-winning Car 
Wars® board game 
by Steve Jackson. / 



Available on Apple' 

Drive the 

freeways of the future where 

the right of w'ay goes to the biggest gun. Somewhere 
within the 16 cities and outlaw-infested highways are the 
clues you will need to complete the ultimate mission. 

Step into the arena on Amateur Night and earn the 
right to custom-build your combat vehicles. 

The AADA will offer you courier missions. The FBI 
and the underworld will vie for favors. But watch out! To 
survive you’ll need road experience, the ability to decipher 
clues, gambling skills, money, a super car— even a clone. 

The final gauntlet will test your tactical skills and hair 
trigger reactions to the limit. But with triumph comes honor, and entry into the 
elite circle of AutoDuellists. The challenge of AutoDuel® awaits you. Are you ready? 

, a R/G/M 

"svsTEns /NC. 340 HARVEY ROAD, MANCHESTER, NH 03103 (603) 644-3360 
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ULTIMA™ III sends you on 
an incredible fantasy role- 
playing journey through 
monster-plagued Sosaria in 
search of the elusive 
Exodus. 





ULTIMA™ IV is the long- 
awaited sequel to Ultima^” 
III. The Quest of the Avatar 
is a quest to the final 
frontier— the self. 


MOEBIUS™ takes you 
through the elemental 
planes of a colorful Orien- 
tal world of fantasy and 
adventure in search of the 
Orb of Celestial Harmony. 


OGRE® is a strategy game 
fought on the nuclear bat- 
tlefield of tomorrow as an 
inhuman juggernaut Cyber- 
tank battles conventional 
forces. 


OltiniH and I.ord British are trademarks of Richard Garriott. Moebius is a trademark of Greg Malone. Ogre and AutoDuel are 

registered trademarks of Steve Jacksott Gantes. Inc. Car Wars is a registered trademark of Texas Instruments. Apple is a trademark Authors wanted, 

of Apple Cotliputer Inc. Call US today. 
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Vizards 

Cro\^n 



by Scorpia 

A circlet of gold, studded with jewels, and sur- 
mounted by a brilliant crystal. A source of immense 
power. The cause of a catastrophic civil war be- 
tween wizards that laid waste to a city and brought 
evil to the land. For five hundred years, the crown 
has remained hidden in the stronghold of the 
malevolent wizard Tarmon, whose lust for power 
brought about the downfall of the Fellowship of 
Wizards. Now, the time has come for the crown to 
be returned to its rightful owner. The challenge has 


been given; only the bravest and most resourceful 
of adventurers will succeed in the quest. As dawn 
comes to the town of Arghan, eight hardy souls 
step forth from the Crossed Swords Inn to meet 
that challenge. The quest begins.... 

A difficult quest, as they usually are. Starting 
with the minor "monsters" of town thieves, muggers 
and assassins, you progress to the great outdoors, 
the ruins of the elder city, destroyed in the wiz- 
ard’s war, inhabited now only by creatures of evil 
and darkness. Fighting your way through the end- 
less hordes of monsters, you will explore the old 
Thieve’s Guild, the mansion of a long-dead (but 
not departed) wizard, and, finally, somewhere in 
the wilderness, the castle of Tarmon himself. It will 
take awhile before the crown is safely returned to 
the city. 

You’ll need both muscle and magic to see you 
through, and fortunately they are available. Up to 
eight characters can be in the party, and the full 
complement is definitely recommended; a lot of 
MEAN critters are roaming around out there. You 
can form the group from the characters already in- 
cluded on the disk, or make your own, or any 
combination. I found that the pre-formed party was 
very well-balanced, and in fact I finished the game 
with them instead of creating my own. Don’t let 
that stop you from experimenting with your own 
characters, however; you could come up with come 
very potent combinations. 

Characters can be single or dual-classed, and it’s 
wise to have dual-class members in the party. They 
won’t advance quite so quickly, but they become 
more and more valuable as time goes on. Classes 
available are fighter, ranger, thief, priest, and sor- 
cerer, and you can have a character with any com- 
bination of those, subject to minimum attribute re- 
quirements. You should have at least two priests 
and one thief in the party; priests can heal wounds 
and raise the dead (very important); thieves are 
good at searching, disarming traps, and haggling for 
good prices when you sell unwanted equipment. 

The manual that comes with the game is brief 
(only 27 pages), but is chockful of good informa- 
tion, and explains in detail how to create a charac- 
ter, giving a step-by-step description of how to do 
it. Careful attention to this portion will insure that 
you create good characters for your party. 

In addition to the basic attributes of Strength, 
Intelligence, and Dexterity, each character comes 
with a set of skills for his or her profession(s). Not 
every class has every skill. For instance, only 
Fighters have skill in using a sword, while only 
Priests and Rangers can administer first aid to the 
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injured. A Fighter-Priest, of course, would have 
both. These skills (as well as the physical attributes) 
can be increased during game play, either through 
training or by the expenditure of experience points. 
The maximum value for any skill is 250; for a 
physical attribute, it is 30. 

Another important part of the character is Life 
Points. When these are reduced to zero, the charac- 
ter is dead. Life can be reduced in two ways: from 
certain magical attacks, from poison, and from 
bleeding. Yes, I said bleeding. Wizard’s Crown has 
a more realistic way of handling wounds than most 
other games of this type. There are two categories 
of wounds: injuries, which reduce the character’s 
skill efficiencies (temporarily), and bleeding, which 
reduces the character’s life points. 

Both injuries and bleeding are further divided 
into normal and serious. As you might expect, seri- 
ous causes more trouble. Characters can often get 
by with some minor injury, but serious injuries and 
bleeding of any kind should be healed at once. This 
is particularly important early in the game, when 
your priests do not yet have the power to raise the 
dead. Dead characters are not taken with you when 
you leave camp, so if anyone dies, and can’t be re- 
stored, that character is lost. 

All this talk of injuries and bleeding brings 
combat to mind, and here we have a unique dual 
system of handling battles between your party and 
monsters. At each encounter, you can choose to 
have quick combat or detailed combat. In quick 
combat, the computer does all the work, and re- 
solves the actions in a remarkably short period of 
time, in many cases fifteen seconds or less 
(although it could be somewhat longer, depending 
on what you’re up against). 

For this combat mode, a text screen comes up, 
showing your party at the top, and the types and 
number of monsters you’re fighting. As battle pro- 
ceeds, the numbers change, showing damage in- 
curred by your party and (we hope) fewer and 
fewer monsters, until they have all been killed. 
During this phase, you can pause combat for a 
better look at the figures, and if things look bad, 
you may try to flee (doesn’t always work). You can 
also choose to use magic or not (you don’t always 
need it). 

The drawback here, of course, is that you have 
little control over the actions of the individual 
party members. You cannot, for instance, direct 
attacks at specific monsters, nor can you choose 
what spells your sorcerer will cast. If a character 
has a special magic item, it won’t be used. But it’s 
certainly a fast method of combat, and against 


weak monsters (weak is relative term; as your party 
becomes more powerful, more monsters fall into 
the weak category) it’s a good way of fighting. 

The second method is detailed combat. Here the 
screen switches to up-close graphic representations 
of your party, the monsters, and the surrounding 
terrain (for instance, if you’re fighting in the 
woods, you’ll see trees here and there). Each party 
member is represented by a character icon (you 
choose these when the character is created, and can 
change them later if you like), and can be directed 
to perform a variety of actions individually. 

Unless the party has been ambushed, you are 
allowed to set up the party members almost any 
way you like, within a certain area, and if you 
happen to ambush the monsters, you can put your 
characters anywhere at all in the vicinity. In most 
cases, I found that the following arrangement 
worked pretty well: Lord Miles, Sir Col, Sir Fred- 
erick and Harold in the first rank; Lightfoot, Fa- 
ther John, and Folnar in the second rank (using 
bows and spears); and Soul Wind (the sorcerer) as 
far back as possible (he being the one with the 
worst armor). 

During combat, characters can advance, retreat, 
attack, cast spells, scan for hidden enemies, switch 
weapons, dodge, use a magic item, fall prone (to 
avoid arrows), turn undead (priests only), and at- 
tempt to hide, among other things. How many ac- 
tions a character can perform depends on what he’s 
doing, and what his dexterity rating is. For in- 
stance, a character switching weapons couldn’t at- 
tack, but he could scan for enemies. All options 
available to the individual are printed at the bottom 
of the screen, so no guesswork is involved; you al- 
ways know what the characters can do. 

Usually, they will be swinging away at a mon- 
ster. The target is selectable, depending on how 
close it is, which way the character is facing, and 
what weapon the character is using. A sword or 
mace is useful only against a target in an adjacent 
square, but spears can hit at something up to two 
squares away, and bows (longbow or crossbow) can 
shoot at any visible target. 

In some ways, this form of combat resembles 
that found in "Galactic Gladiators" and "Galactic 
Adventures", but is actually much simpler, much 
faster (because all commands are acted upon imme- 
diately), and not difficult to learn. It will take time 
to become familiar with it, but you must do so, as 
there are some monsters out there that you simply 
do not want to fight in quick combat mode, at least 
until your party becomes fairly powerful. 

Continued on pg. 42 
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by Scorpia 
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Ah, I see you made it back from the depths of 
space, after all! But I must say that you look a little 
worn out, and a trifle green around the gills. Pass- 
ing the Kobayashi test was a bit more than you 
bargained for, eh? No matter, just sit right down in 
your usual chair by the fire and listen to this: For 
you (and I wouldn’t do this for just ANYONE, 
y’knowi). I’ve arranged a little get-away-from-it- 
all trip. Yes, a very nice $599, all-expenses-paid, 
package tour of London, complete with some 
VERY interesting side excursions (let’s hope no one 
asks why it’s so cheap. ..it’s only one-way, but we 
won’t mention that little detail, hehehe). 

Trinity, from Infocom, starts in London but 
takes you elsewhere pretty quickly. Although la- 
beled ’Standard level’, be aware that it does contain 
a few very tricky puzzles, and you’re apt to be 
fooled by the ease with which you’ll whip through 
the opening segment. Keep the following in mind: 
read the comic book carefully; it contains some 
valuable clues. Read the prose with attention, and 
remember that some objects you can pick up are 
not necessarily evident at first glance. Mapping is 
pretty straightforward, but do it with care. 

I must also point out that this is not a game for 
the squeamish. In order to complete Trinity, you 
will have to perform some unpleasant actions. Al- 
though it does contain some humor, this is overall a 
serious game, not a light-hearted one. 

Ok, so here you are in London, on the last day 
of your tour. Maybe the last day of your life, too, 
since in a little while a nuclear device is going to 
blow the place away. Unless, of course, you find a 
way to safety before that happens. London is small, 
and almost everything you find here is important. 

In case you make a mistake (the game does take 
awhile to load), you might want to have a first save 
position right after bootup, as a time-saver in case 
you make an error before leaving the city. 

Wander around, and see what you can find. 

Don’t be in any hurry to feed the birds, but you 
might want to examine that bag of crumbs a little 
further. An abandoned pram, a soccer ball, a 


gnomon, a graceful paper bird, an umbrella; all 
have their little part to play in getting you to your 
date with destiny. Just remember not to leave any- 
thing behind if you can possible help it. 

Once you pass through the door over Long Wa- 
ter, the game proper begins. Take your time here, 
and map out the area thoroughly. Do not go walk- 
ing into dark places without a light source; you 
may not come out again. Once you have the whole 
place mapped out, you can begin putting the pieces 
of the puzzle together. 

Several of the problems here are really simple; 
for instance, if it takes you more than two moves 
to dispose of the giant bee, shame on you! And 
getting across the Chasm’s Brink is so obvious, it 
almost hurts. In the barrow, the way out is right at 
hand, all you need do is look for it. At the cottage, 
keep your ears open and search everywhere. 

The crater, however, is a bit more devious. You 
do need to cool off that piece of metal. A little 
fling in a walk-in freezer is helpful, although you 
will have to make a quick side-trip on your way 
back. 

The sun dial at the top of the stairs is obviously 
an important place. However, it seems your gnomon 
doesn’t quite fit in. Probably because it turns the 
wrong way (you DID notice that, didn’t you?). 

Now, how can you reverse that, I wonder? You’ll 
probably be going up and around in circles before 
you find the answer to this problem. 

But, once that gnomon is in place, interesting 
things start to happen, such as the lever that just 
popped up. It wouldn’t surprise me that there is a 
connection between the lever and the dial (look 
closely, now). There might even be a connection 
between the dial and those crazy toadstools you no- 
ticed during your mapping expeditions. Experiment 
a little, it isn’t difficult. 

Ah, now you’re getting some ideas, eh? Well, 
don’t go running off through any doors just yet. 
Some of them can have nasty surprises in store for 
you! A good move would be to check that little 
comic book again, and of course, you should, as 
always, be prepared to do some waiting (just don’t 


18 




fall asleep typing in all those z’s!). 

Now, those little toadstool doors take you to 
different places (and, we hope, back again), where 
you must do something or pick up important ob- 
jects. For instance, there is a door that leads to an 
underground tunnel. Here you find a walkie-talkie 
and a cute little lizard, who manages to elude your 
grasp, however hard you try to catch him. But 
you’re smart enough to outfox a simple skink, 
aren’t you? Especially when you have two light 
sources at your disposal. 

That was an easy one, and so is the desert is- 
land. Tiny place, with not much in the way of 
scenery, and nothing nearby but a small islet 
sporting a lone palm tree. Could you swim out 
there? Maybe not, with crabs biting your toes, and 
that ominous fin cutting the surface. But hey, it’s 
not really as bad as it looks! Remember, you have 
fingers; just don’t wait too long. 

Returning from the beauties of the South Pa- 
cific, you go from one extreme to the other when 
you now find yourself out somewhere on the 
Siberian tundra. Cold, isn’t it? And what are all 
those rodents doing, rushing past you in a mindless 
stampede? Maybe you should find out. Maybe you 
could even take one home with you, if only you 
had something to keep it in (it’s just a bit too large 
for your pocket). 

After you’ve warmed up again, you can visit the 
playground. Umm, oops, looks like the door isn’t 
on solid ground this time, though: you’re up in 
mid-air and falling fast, very fast indeed. You have 
only one move between you and raspberry jam, so 
think hard on what you can do to break your de- 


scent. Ah, that opened up a new line of thought, I 
see (Julie Andrews would be proud of you). 

OOOF! A rough landing, but at least you (and 
everything with you) is still in one piece. Looking 
around, you notice that there aren’t many places to 
visit here. Just as well, since, for more reasons that 
one, you stand out like a sore thumb. A quick trip 
to the shelter nets you a spade, but little else. Wait, 
here comes a little girl, and she seems fascinated by 
a certain object. Considering where you are and 
what’s about to happen, why not be generous? Of 
course, that isn’t going to get you home again, but 
what the heck! And come to think of it, how WILL 
you get back to the door in the sky, some 1400 feet 
over your head? This is a tough one! But.. ..maybe 
that girl can help you; did you check out the 
building carefully? 

That was close, and the next one is not going to 
be a picnic, either. First, you don’t want to go 
walking through the door into outer space with no 
protection; it does unpleasant things to your body. 
That means you’ll need to surround yourself with 
some kind of protection. And you’ll need to 
breathe, too. I didn’t come across any spacesuits, 
and you won’t, either. So you’ll have to find some- 
thing pretty big to hold you, don’t you think? Too 
bad this isn’t Sorcerer; you could just wave a magic 
wand and conjure up what you needed. 

That’s half of the problem. The other half is 
getting back to the door again, after you have fin- 
ished your really unpleasant task (I did NOT like 
this part of the game, at all). The satellite that 
floats into view is the key, if only you could some- 
how get near it or attract its attention in some way. 
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Now you’re about ready for the big time, 
namely crossing the River. I’ll bet you tried before, 
and got kicked out of the boat, huh? Well, you 
must admit, you don’t quite look like a corpse in 
those nifty vacation shorts of yours. Maybe it’s 
time to do some grave-robbing (why not, it’s your 
own grave, after all). Just make sure you bring 
something sturdy, and that you don’t overlook 
anything. 

However, before you go sailing across the River 
Styx, you might want to recall the sayings of the 
magpie (if you haven’t already). You’ve got every- 
thing you need, and there’s only one logical place 
to do it, so just get along and finish up this bit of 
business. 

And off you go, to the far shore, and the final 
toadstool (you may wish to save the game before 
you make the journey). This is the most compli- 
cated part of Trinity, and careful study of the map 
provided will be of great help to you in figuring 
out where to go and how to get there quickly; time, 
as always, is limited. What you actually need to do 
here will become apparent only after you have pro- 
gressed well into this mini-scenario. 

So you’re in the tower (right next to the world’s 
very first A-bomb; aren’t you excited?). Check out 
the vicinity, and don’t leave until it’s safe. At the 
bottom of the tower is a locked box, and you’ll 
have to get the key to that a little later (NO, it’s 
not the key from the barrow!). And look who’s 
here: your old pal, the roadrunner, who presents 
you with the ruby. Do what needs to be done with 
it (put it where the sun don’t shine, hohoho), and 
you’re off. 

mmm...off where? Good question, as there are 
so many interesting places to go. Let’s start off 
with a jaunt towards point Able. Of course, you 
don’t want to get too close to it, but that aban- 
doned jeep is worth looking at. Especially the ra- 
dio. 

Now that you can keep on top of things, it’s 
time to move along elsewhere. In fact. I’d say it’s 
about time for a visit to old McDonald’s place (not 
to be confused with a certain fast food franchise). 

Most of the rooms are empty, but the kitchen 
may be of interest, as well as the Assembly Room. 
Err, well, there IS that rattlesnake, and he’s a mean 
one. Better get out of his sight, fast! Still, that’s 
only a temporary measure; the only way to get rid 



of him is, well. I’m afraid it’s time for another un- 
pleasant action on your part. Yours IS the more im- 
portant life here. 

A visit to the windmill is in order, but I 
wouldn’t bring too much up there, if I were you. 
You’re going to end up all wet, and that’s no fun at 
all. But you do need those binoculars. A light- 
hearted swim, and they’re all yours. 

With the map as your guide, you can whiz over 
the desert for a quick stop at point Baker. Careful 
now, you don’t want anyone to catch sight of you 
(especially not the way you’re dressed now!). There 
isn’t much to be seen, though; if only you could 
somehow get a closer look at things. And don’t 
overlook your speedy friend, either. 

Back at the tower, you unlock the mystery box, 
and find all sorts of equipment inside, including a 
breaker (this is another good place to save). Play 
with it, by all means, but think about what you’re 
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doing here, and listen carefully. 

Sooner or later (probably sooner), you’ll want to 
climb back up the tower. Unfortunately, the spot- 
light makes this somewhat difficult, and in fact will 
bring you (and many others) to a sorry end. Why 
not visit point Pittsburg and see what you can do 
about that light? Just don’t wake up that German 
Shepherd! And the roadrunner can be of immense 
help here, if you can keep him temporarily occu- 
pied with something else while you go on to bigger 
and better things. 

So at last the ultimate moment arrives. You 
stand next to the bomb, contemplating four wires, 
as the countdown to detonation rings in your ears. 
Choose the wrong wire, and it means disaster; 
choose the right one, and, well, you’ll find out. Not 
exactly a happy ending, but it could have been 
worse, much worse. 


Ah well, I see by the invisible clock on the wall 
that time is just about up for this issue. As always, 
if you need assistance with an adventure game, you 
can reach me in the following ways: 

On GEnie: Visit the Games Roundtable (type: 
SCORPIA to get there). On Delphi: Come by the 
GameSIG (found under the Groups and Clubs 
menu). On the Source: Send SMAIL to ST1030. 

Via U.S. Mail: send your questions with a self- 
addressed stamped envelope (no SASE, no reply; 
SASE not required for correspondents outside the 
US) to: Scorpia P.O. Box 338 Gracie Station New 
York, NY 10028 

Special note to Canadian readers: letters from 
Canada are taking an average of a week or more to 
reach me these days, so please be patient; I do get 
replies off as quickly as I can. 

See you all next issue! 


1HE LAST SPiKIS GAMES YMTU EWIB MEED! 

“If you’re looking for the most realistic simulation around, 3 IN I FOOTBALL should be your first draft choice. ’’ 

- The Chicago Tribune 

“[BASKETBALL is] another real winner from Lance Haffner ... a must addition to your library” - The Guide To Computer Living 

Didn’t like the way last season went for your favorite team? Here’s your chance to do better as the 
coach. Or imagine the possibilities of dream matchups like the ’72 Miami Dolphins vs. the ’85 
Chicago Bears or UCLA with Alcindor going against Patrick Ewing and Georgetown. How about 
the ’86 Celtics against anybody? Now YOU can know the outcome of some of the greatest sports 
matchups that never were! 

3 IN 1 FOOTBAU ~ 

• with Stats Compiler for each player and team • you choose from 14 offensive plays and 6 defensive formations 

• includes 176 college teams, the 28 NFL teams and 14 USFL teams from the ’85 season PLUS 174 great college 
and 189 great pro teams of the past 

rillAE FOUR COUECE BASKETBAU & BASKETBALL: THE PRO GAME ~ 

• each player contributes as they did in real life • Stats Compiler • you determine starting lineup, substitutions, shot 
selection, passing, offensive and defensive styles of play and more • the College game includes 292 teams from the 
’85-’86 season plus 70 all-time greats • the Pro game features the 23 NBA teams from ’85-’86 and more than 100 
great teams of the past 

OTHER PAST SEASONS' TEAMS DISKS AVAILABLE AND NEW SEASONS' READY PRIOR TO PLAYOFFS FOR ALL THREE GAMES. 

Available at your local dealer or send check or money order for $39.99 each. Visa and MasterCard accepted on phone orders only. 

Please add $2.00 for postage and handling. 


COMMODORE — APPLE — AMIGA — IBM and compatibles 

Apple, Commodore. Amiga, and IBM are registered trademarks of Apple Computer, Inc., Commodore 
Electronics, Ltd., and International Business Machines Corporation, respectively. 



P.O. Box 100594 • Nashville, TN • 37210 • 615/242-2617 Circle Reader Service #25 


21 







OPERATION! keystone 



by Mark Bausman 


Name; Operation Keystone 

System: IBM 

# Players: One 

Price: $69.00 

Designer; T.J. Peto Jr. 

Publisher: Overt Strategic Simulations 
PO BOX 66424 
Los Angeles, CA 90066 


Operation Keystone is a strong first entry from 
a new strategic oriented game manufacturer: Overt 
Strategic Simulations (Ed. Note: I think I will start 
a new automobile company and call it "Really Gen- 
eral Motors"). It is a submarine simulation in which 
you command the Gato class submarine USS Tang 
against various elements of the Japanese Navy. The 
game comes packed in the ubiquitous IBM hard box 
and sleeve. The documentation pages are made of 
sturdy cardboard. In the back is a complete speci- 
fications list for the Tang, a quick reference guide 
to the menus and displays, a cutout to lay over the 
IBM function keys, and a cutout Target Indicator 
which may be assembled and used as a playing aid 
in tracking targets. The rest of the documentation 
details each aspect of game play in an easily un- 
derstood manner. As if this documentation is not 
enough, most of the manual may be accessed on- 
line through the Tutorial menu option. Section two 
of the manual takes you on a shakedown cruise 
which guides you step-by-step through navigation, 
target acquisition, and attack. 

After selecting one of three play levels and one 
of three naval ports, you start the game on the 
playing area just outside the harbor. The playing 
area is a dotted grid whose magnification may be 
changed so that the distance between dots is either 
100, 1100, or 4400 yards. Your submarine appears 



as an and enemy vessels appear as a letter iden- 
tifying their type as Battleship, Aircraft Carrier, 
Airplane, Destroyer, Patrol Boat, Supply ship, or 
Enemy Submarine. The grid always stays on the 
screen along with current status information, a list 
of available play options, and additional informa- 
tion from whichever play option happens to be 
current. The "Running" play option is displayed 
first because it is from this menu that you may 
turn on or off the engines, compressor, and gener- 
ator, open the air vents, or obtain the amount of 
air, fuel, ballast, and battery charge. When the en- 
gines are fired-up and a course and speed deter- 
mined, your submarine begins moving over the 
playing area. The grid will not change until you 
move outside its boundaries. This severely limits 
the usefulness of the 100 yard magnification be- 
cause the closer you get to the edge the less you 
can see on sonar. The grid boundary has no effect 
on the periscope view and the sonar/radar will still 
report the distance to the nearest target but it is 
usually necessary to go to 1100 magnification to see 
the targets on the grid. 

After getting underway it is usually a good idea 
to select the "Battle" play option and begin loading 
of your tubes. 

The Tang has six bow tubes which require 30 
game seconds each to load. The torpedoes are steam 
powered Mark 14’s with a maximum range of 4500 
yards. You get 22 of them and you may return to 
port at any time to rearm or exchange some torps 
for mines. Mines may be laid at any time and make 
for some interesting attack options. Once the load is 
underway it is not necessary to remain in the 
"Battle" option as loading will complete au- 
tomatically, however, I have noticed that the tubes 
seem to load more quickly if you stay in the 
"Battle" menu instead of jumping somewhere else. 

With tubes loading, its time to locate the enemy 

Continued on pg. 41 
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When it comes to flyingfighterplanes 

IT’STHEMAN- 
NOT THE MACHINE 

that makes the difference 





"You II expenence the wind in your 
face and the intense dog fighting 
action of some of the world's most 
honrjred and respected combat 
aviatcjrs: the oiignalstick-and-nidder 
fighter pilots! 


MAJOR BiLLSTEALEY^,j 
U.SAF. Reserve 
President, MicroProse 
(over 3,000 flying hours) 


rtml Valiev, MD 21030 (301) 667-1151 




MIG Alley Ace: Thrilling head-to-head Sabre 
Jet aerial dog fighting includes single player 
flying mode, as well as two player competition. 

Hellcat Ace: Exciting 3-dimensional aerial 
combat over the Pacific in World War II. 

For one to four players. 

Air Rescue: Sensational assault chopper 
rescue raids for daring pilots in solo or team , 
configuration. For one to eight players. 


Guts 

Stamina 

Intense concentration 
Fast reflexes 
Willingness to take risks 
Good eye-hand coordination ^ 


Fly solo or in team configuration 
Maneuver in 3-D space 
“See and avoid” techniques 
.Advanced aerobatics: loops, rolls, G’s, split S’s 
Ouffly the enemy 


Screen 




availa 
and^ 

suggested retail of only $24.95. 

I from Commodore $4 

I and Atari are registered trademarks of Commodore f 









INFOCOM 


LIST 

PRICE 


OUR 


.IBM 


A Mind Forever Voyaging 

Ballyhoo 

Cuttnroats 

Enchanter 

Fooblitsky 

Hitchhiker's Guide/Galaxy 

Infidel 

Planetfall 

Seastalker 

Sorcerer 

Spellbreaker 

Suspect 

Trinity (128k all ver.) NEW 

Wishbringer 

Witness 

ZorkI 

Zork II or III 
4 in one Sampler 
Invisiclues 


145 

$30 

140 

$27 

140 

$27 

140 

$27 

i40 

$27 

:40 

$27 

:45 

$30 

:40 

$27 

i40 

$27 

145 

$30 

150 

$33 

!45 

$30 

i40 

$27 

;40 

$27 

!40 

$27 

!40 

$27 

;45 

$30 

58 

$6 

!8 

$6 
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I^B 
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bb 

IDfl 
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BDi 
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Bl 






WOM 

HB 




HI 





BRODERBUND- 

SYNAPSE 


LIST 

PRICE 


OUR 

PRICE 


App, Atr, C64, IBM 


Ancient Art of War 
Champ. Lode Runner 
Lode Runner 
Lode Runner's Rescue 
Mask of the Sun 

Mindwheel 
Print Shop 

Print Shop Companion 
Pr. Shop Gr. Library #1,2,3 
Where is Carmen Sandiego? 


$45 $30 

!;35 $23 

S35 $23 

S30 $20 

S40 $27 

!;45 $30 

iiSO $33 
$40 $27 

$25 $17 

$40 $27 
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BB 

BB 
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BB 



bb 



KB 

BB 

BB 

BB 

KSSI 




KB 





^Bi 

BB 

bb 

^B 
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ORIGIN SYS. 

LIST 

PRICE 

OUR 

PRICE 

App 

, Atr, 

C64, 

IBM 

1 

Auto Duel 

$50 

$33 





d 

Moebius 


$40 






Ogre NEW 

$40 

$27 






Unima III 

$60 

$40 


S36 

$36 

• 


Ultima IV 

$60 

$40 


• 

• 

• 




INCORPORATED 


BEST SELECTION - We have carefully selected 

the best titles from the most challenging software available. 

CALL TOLL-FREE - Call us to place an order or just to ask 
a question. Every call is always welcome on our 800 line. 

SAME DAY SHIPPING - We ship every order the same day it's 
placed. Just call before 4;00 pm and we'U ship your order UPS. 

DISCOUNT PRICES - Save up to 1/3 off the retail price when 
you buy from Tevex. Why pay more for the same software? 

FRIENDLY, KNOWLEDGEABLE STAFF - We are always 
available to answer your questions and keep you up to date on 
new & upcoming games. 




ELECTRONIC 
ARTS 


LIST OUR 
PRICE PRICE 


Adventure Construction Set 

Age of Adventure 

Archon 

Archon II 

Bard's Tale 

Business Simulator NEW 

Chessmaster 2000 NEW 

Heart of Africa 

Lords of Conquest NEW 

M.U.L.E. 

One on One 
Racing Destruction Set 
Seven Cities of Gold 
Skyfox 

Ultimate Wizard NEW 


$50 $33 
i!15 $12 
:;i5 $12 

!!40 $27 
!!45 $30 
!!100 $67 
S40 $27 

ii15 $12 
ii33 $22 
!!15 $12 

!!15 $12 

$15 $12 

$15 $12 

540 $27 

$33 $22 
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EPYX 


UST 

PRICE 


OUR 

PRICE 


App, Atr, C64, IBM 


Ballblazer 

Eidolon 

Koronis Rift 

Rescue on Fractalus 

Super Cycle NEW 

Temple Apshai Trilogy 

Winter Games 

World's Greatest Football 


$40 $27 

i;40 $27 
S40 $27 

!i40 $27 

i:40 $27 

!!40 $27 

!i40 $27 

$40 $27 
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ACCESS 


LIST OUR 
PRICE PRICE App, Atr, C64, IBM 


Beachhead 
Beachhead II 
Leader Board 
Raid Over Moscow 
10th Frame 


NEW 


$35 

$23 

. 

. 

. 


:;35 

$23 

• 

• 

$27 


!;40 

$27 



• 


S35 

$23 

• 

• 

$27 


$40 

$27 

— 

— 

• 





1710 Wilwat Drive 
Suite E 

Norcross, GA. 30093 
404-441-3045 


ACCOLADE 

LIST 

PRICE 

OUR 

PRICE 

Ap 

3, Atr 

C64, 

IBM 

i 

Ace of Aces 

NEW 


630 

$20 






Dam Busters 



;35 

$23 

• 


$20 

$27 


Deceptor 

NEW 

< 

i30 

$20 



• 



Double Accolade 


< 

!45 

$30 



• 



Fight Night 


< 

;35 

$23 

• 


$20 



Hard Ball 


< 

V 

;35 

$23 

• 


$20 



Law of the West 

NEW 

< 

s 

!35 

$23 

• 


$20 



Mean 18 

< 

V 

;50 

$33 




• 


Sundog 


C 

V 

i40 

$27 

• 





Psi 5 Trading Co. 



>30 

$20 



• 





WRITE FOR FREE CATALOG 

CALL TOLL-FREE 1-800-554-1162 


SAME DAY SHIPPING * 

NEW EXTENDED HOURS! 
OPEN 9-8 MON-FRI, 10-4 SAT. 

Apple n, n-1-, He, nc, AuuI SOO, XL, XE ledet, CommodoB 64, 128, IBM PC, XT, jr 
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Baltic 1985 $35 $27 

Battalion Commander $40 $27 

Battle of Antietam $50 $33 

Battle for Normandy $40 $27 

Battlegroup $60 $40 

Breaktnrough/Ardennes $60 $40 

Broadsides $40 $27 

Colonial Conquest $40 $27 

Computer Ambush $60 $40 

Computer Baseball $40 $27 

Computer Quarterback $40 $27 

Cosmic Balance $40 $27 

Field of Fire $40 $27 

50 Mission Crush $40 $27 

Fighter Command $60 $40 

Gemstone Warrior $35 $23 

Geopolitique 1990 $40 $27 

Gettysburg NEW $60 $40 

Imperium Galactum $40 $27 

Kampfgruppe $60 $40 

Kampf. Seen. Disk $20 $15 

Knights in the Desert $40 $27 

Mechbrigade $60 $40 

Nam $40 $27 

Norway 1985 $35 $23 

Operation Market Garden $50 $33 

Panzer Grenadier $40 $27 

Phantasie $40 $27 

Phantasie II $40 $27 

Questron $50 $33 

Rails West $40 $27 

RDF 1985 $35 $23 

Reforger 88 $60 $40 

Rings of Zilfin $40 $27 

Roadwar 2000 NEW $40 $27 

Six Gun Shootout $40 $27 

U.S.A.A.F. $60 $40 

War in Russia $80 $53 

Wizard's Crown $40 $27 
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SIMULATIONS 
N 


Battle of the Atlantic 
Fifth Eskadra 
Golan Front 
Grey Seas, Grey Skies 
Operation Overlord NEW 
Seventh Fleet 


LIST OUR 

PRICE PRICE App, Atr, C64, IBM 



SSG 


LIST OUR 
PRICE PRICE 


p, Atr, C64, IBM 


Battlefront NEW 

Carriers at War 

Europe Ablaze 

Reach for the Stars 2nd Ed. 


Alter Ego $50 $33 

Borrowed Time S40 $27 

Ghostbusters S40 $27 

Hacker !;40 $27 

Little Computer People !!40 $27 

Mindshadow !>40 $27 

Murder/Mississippi NEW S;40 $27 

Music Studio NEW 550 $33 

Star League Basebail !>30 $20 

2 on 2 Basketball NEW $35 $23 







S20 

• 

$17 

• 


• 

$17 





• 

$17 




MICROPROSE 


Aero Jet 

Conflict in Vietnam 
Crusade in Europe 
Decision in the Desert 
F-15 

Kennedy Approach 
Mig Alley Ace 
Nato Commander 
Silent Service 
Solo Flight 


LIST OUR 

PRICE PRICE App, Atr, C64, IBM 


$35 $24 

«40 $27 
!!40 $27 

ii40 $27 
!!35 $23 

!!35 $23 
!!35 $23 

S35 $23 
S35 $23 
$35 $23 



THE AVALON HILL 
GAME COMPANY 


LIST OUR 

PRICE PRICE App, Atr, C64, IBM 


By Fire & Sword 


$17 

Clear for Action 

$30 

$20 

Computer Diplomacy 

$50 

$33 

Dreadnoughts 

$30 

$20 

Gulf Strike 

$30 

$20 

Incunabula 

$^ 

$20 

Jupiter Mission 1999 

$50 

$33 

Legionnaire 

$30 

$20 

Maxwell Manor 

$25 

$17 

Spitfire 40 NEW 

$35 

$23 

Statis Pro Baseball 

$35 

$23 

Super Bowl Sunday 

$35 

$23 

T.A.C. 


$27 

Telengard 


$19 

Tsushima 

$30 

$20 

Under Fire 

$60 

$40 

Under Fire Exp. Disk 

$25 

$17 


LANCE HAFFNER 
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LIST OUR 

PRICE PRICE App, Atr, C64, IBM 


40 $30 

40 $30 

« 

* 


• 

-f- 

40 $30 


— — 




ETC. 


ACTIVISION - 

LIST 

OUR 

GAMESTAR 

PRICE 

PRICE App, Atr, C64, IBM 


Blank Disks - Box of 10 DSDD only $12 


Alternate Reality 

APBA Baseball 

Balance of Power NEW 

Battle Britian/Midway NEW 

Black Cauldron 

Bridge Baron NEW 

Chickamauga 

Clash of Wills 

Competition Karate 

Elite 

Flight Simulator II 

Football NEW 

Gato 

Great War, 1914 NEW 

Jet Simulator 
King's Quest I, II 
Kobayashi Alternative 
Lordlings of Yore 
Micro League Basebail 
Napoleon/Waterloo-Krentek 
NFL Challenge 
Qperation Keystone NEW 
Quizam NEW 

Road to Moscow • Barac 
Rome/Barbarians- Krentek 
Sargon III 
Spy vs. Spy 

Spy vs. Spy - Island Caper 
Star Fleet I 
Universe 
Universe II 


LIST OUR 

PRICE PRICE App, Atr, C64, IBM 


1 50 $33 
60 $40 

50 $33 

20 $15 

40 $27 

50 $33 
35 $25 

40 $30 
35 $25 

35 $23 
50 $33 

40 $27 

40 $27 

1 40 $30 
40 $27 

50 $33 
40 $27 

1 40 $30 

40 $27 

35 $25 

100 $80 
70 $52 

30 $20 

30 $22 

35 $25 

50 $33 
30 $20 

30 $20 

50 $33 

100 $75 
70 $46 


IH 

113 

bh 

HH 

HH 

IHI 


HH 

hh 


hh 

BH 

^B 

— 

HH 

^^1 


^Bi 

HH 




HH 


bb 





HH 

hh 



HH 

hh 




11^1 




HH 




HH 

BH 



bb 

^^1 


IHi 

HH 


bh 

HB 

IH 

IB 

bh 

hh 


bb 




BB 

HI 



BH 




HH 

HB 



HH 



IHI 

IB 

1^1 



BH 

HH 



bh 

bh 

HH 

i^l 

^^1 

HI 

HH 


BB 

HH 

HB 

BH 

bb 

IB 



HH 

HB 



11^1 

HH 

j^H 

^B 

I^B 




b 

b 

B 

b 


Georgia residents call 404-441 *3045. ORDERING AND TERMS: C.OJ3. orders wdcome. When wder^ by phone use VISA or MASTERCARD. When orde 
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hlAICITAT 


A Lucusfilm Ltd and QuantumLink Production 


review by Roy Wagner 


Habitat n. the place where a person is ordinarily 
found. 

- Webster’s New World Dictionary 

(Much of the following material comes from a 
preliminary copy of THE OFFICIAL AVATAR 
HANDBOOK that comes with each Habitat disk.) 

HISTORY 

At first, there was only the Oracle. Then came 
the Avatars, and Habitat is their world. The Oracle 
referred to time before the Habitat as "the Great 
Boredom", but the world of the Avatars became one 


of adventure. The Oracle established a trust fund 
for each and every Avatar to provide "life, 
liberty,and the pursuit of quality leisure time". 
Throughout the early years of Habitat the Avatars 
sought and found adventure in various quests for 
the good of all. Teleports were introduced, which 
then offered an unlimited means of travel. All 
forms of transportation became unnecessary. Only 
skateboards were used and now only a few of those 
are to be found. A bus route has been considered 
for many years now, but its future is uncertain. 

The Avatars share a rich social, intellectual and 
cultural history. Early Avatars were great 
adventurers like none other, but this spirit died in 
them and they became content to do nothing. They 
let themselves become lazy, and never let 
themselves get out to see the world they lived in 
because that would take too much effort. The 
Oracle tired of seeing the Avatars just sitting in 
front of a tube watching TV and eliminated it as a 
means of passive entertainment. 


QuanrumunM 

QuantumLink is probably the largest 
national telecommunication network 
supporting only a single computer type, the 
Commodore 64/128. Information, text files 
and a special interest group (SIG) for the 
Amiga are available, but direct online access 
is not yet provided. QuantumLink is offered 
by Quantum Computer Services which 
manages its own network control center, 
that utilizes state-of-the-art Stratus fault- 
tolerant mainframes. Quantum plans to 
eventually to offer access for the Amiga, 
Apple and IBM. 

It is one of the lowest priced national 
networks. A flat monthly fee of $9.95 
provides one hour of connect time and 
several basic services (including an 
encyclopedia, news, and computer 
information). Additional online connect time 
is billed at 6 cents per minute, which cer- 
tainly one of the lowest per hour rates. 

There is no extra charge for using 1200 
baud. For most people, a local phone 
number is used to connect with 
QuantumLink which is located in Vienna, 
Virginia. QuantumLink supports nearly all 
modems available for the C64/128, in- 
cluding those using an RS-232 interface. 

QuantumLink is very easy to use with 
options selected from drop down menus 


using cursor and function keys. Users do 
not need to memorize any commands or 
special keywords. In addition, a toll-free 
number to Customer Service is available and 
an online staff of QGUIDEs, QHELPERs, 
and SysOps can answer questions and make 
sure you don’t get confused or lost. 

QuantumLink is the only network 
marketed and supported by Commodore. It 
provides an online hotline to Commodore 
personnel, online information and user 
group exchange. Conferences and forums 
are regularly held online with Commodore 
engineers, leading magazine personalities, 
and key industry people. 

QuantumLink is available from 6pm to 
7am local time on weekdays and 24 hours 
on weekends and national holidays. Eight 
distinct areas each offer a wide range of 
online activities and information. These 
include: People Connection, Commodore 
Information Network, Commodore Software 
Showcase, News & Information, Just For 
Fun, Learning Center, The Mall, and 
Customer Service. 

People Connection provides public and 
private "rooms" where one may "talk" with 
others or just "listen" in on the conversation 
taking place. The Auditorium is used for 
special events, speakers, and online classes. 
Colorful online games complete with sound 
can be played with other people. These 
include: Chess, Checkers, Backgammon, 
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The Oracle also became quite bored and decided 
to take some action. The choice was made to let 
humans discover Habitat. In the image of Avatars, 
humans were now permitted to enter Habitat. They 
sought adventure, intrigue and danger. The true 
Avatars saw this and they too regained their lost 
spirit. Now Habitat is once again a great place of 
unlimited adventure with new and old friends. 

MODERN HISTORY 

Habitat is a new interactive hi-res gaming 
environment from Lucasfilm Games {Ball blazer, 
Koronis Rift, Rescue on Fractalus!) and 
QuantumLink, a national computer network 
available to C64/128 owners through a local 
telephone number (see The Commodore Connection 
in this issue). 

When playing Habitat you use one of your 
QuantumLink online names. The name you use 
should set you apart from the others, the more 


distinctive the better. Common names such as Jane, 
Bob, Cindy, Eric, Laura and Bill are OUT and 
inadvisable. Names like Cassandra, Phineas, 
Veronique, Norbert, Millicent, and Cornelius are 
IN and well accepted. 

Before you first enter, you select the body 
appearance of your Avatar from a limited number 
of options. There are various body forms that make 
your Avatar appear male or female. An Avatars 
appearance may be changed in other ways once in 
Habitat. For example, new clothing can be bought 
at a store and changed whenever you like. 

You first enter Habitat in your "Turf" or home. 
It comes equipped with a minimum amount of 
furniture, but more may be bought. You can read 
mail from other Avatars in your turf and 
communicate with others using Telepathy. Your 
turf can be redecorated with various colors, 
wallpaper, styles and furniture that suit your 
personality. It can be decorated with artifacts from 
your adventures or other items that you receive or 


Bridge, Four-in-a-Row, Hangman, Reversi, 
and Sea Strike. If you want, you can just 
watch a game rather than play. 

Commodore Information Network 
provides for all major Commodore special 
interests by machine (C64, C128, and 
Amiga) and special topics (GEOS, 

Beginners, Games, Graphics, Music, 
Applications, Telecommunications, 
Programming, and Hardware). Questions, 
Answers and Comments are regular posted. 
Related public domain libraries, new 
product information, and User Group and 
GEOS Support are also in this area. 

Commodore Software Showcase provides 
catalogs and reviews. Preview, Public 
Domain, and Educational software can be 
downloaded. 

News & Information provides the 
Reuters News Center with headlines, news 
items updated every ten minutes, weather 
and financial news. Personal Finance, USA 
Today Sports Report, Public Opinion 
Surveys, Computer & Technology items. 
Child Find for lost children, and 
Auditorium Archives of special guest 
conferences are also here. 

Just For Fun provides: games and contest 
information; a Photo Gallery for 
printer/screen display; Cafe Bozart’s "adult" 
area; The Funny Bone humor center; Q- 
Link special interest clubs (Astronomy, 
Chess, HAMshack, High Adventure Sports, 


Hobby, Media, Phantasy, Sci~Fi, Camera, 
Trivia, Cooking, Wines, and Geneology); 
Rock music topics; Movies topic; and TV 
topics (including soap opera summaries). 

Learning Center provides free access to 
the Academic American Encyclopedia which 
can be saved to disk and printed on your 
printer, the catalog of courses from the 
Electronic University, Commodore 
Educational Software for downloading, and 
an Educational Resource Center that can 
provide extensive material for educators and 
parents. 

The Mall provides the Q-Link Store 
containing various key buys such as modems 
and software. A Software Finder service, 
access to the Comp-U-Store’s national 
buying service. Easy Sabre Travel Service 
which provides for air travel arrangements, 
and a Classified Connection of online user 
ads. 

Customer Service provides all those items 
that explain what is going on in all areas of 
QuantumLink, as well as billing, service, 
and pricing information. You may also offer 
suggestions, create new user online names. 

All of the above really only list a small 
portion of what is available in each of many 
of the above mentioned areas. QuantumLink 
has been around for less than a year, but is 
constantly changing to provide more and 
better service for its customers. HABITAT 
is just one of many new features. 
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buy. Each week you will receive the WEEKLY 
RANT, the Habitat weekly newspaper, that tells of 
various things occurring in Habitat and even the 
new opportunities for adventure. 

No Avatar has to work. A lifetime trust fund 
provides you with a periodic allotment of tokens, 
the monetary unit. These tokens are a result of the 
interest on your trust fund and only the interest 
may be spent. You can never be broke, only short 
on cash, in Habitat. Credit cards are also available 
for major purchases. You can also get tokens from 
the pawn shop or even find "pennies", tokens left 
laying on the ground in public places. Adventuring 
is often quite lucrative, and an excellent way to 
accumulate extra spending money. 


DOING YOUR OWN THING 

Avatars understand and respond to five simple 
joystick selected commands: GO, GET, PUT, DO, 
and TALK. 

GO directs your Avatar’s movement. You move 
the cursor to the location you wish to go and press 
the joystick button. Then select the GO command 
and release the button. Your Avatar will walk to 
the location selected. In this way, you can explore 
the area of a single screen, take a leisurely stroll, or 
explore the never ending landscape of Habitat. 
Seemingly finite at times, new areas to explore are 
frequently discovered. 



A "port" can be used to Teleport from one loca- 
tion to another. Any distance can be covered using 
a port, for a nominal token value. 

GET picks up objects you need or want. You 
move the cursor to the object you wish to get, press 
the button, select the GET command, and release 
the button. You need not GO to the object first. 
Simply use the GET command and your Avatar will 
go to the object, bend over and get it. 

You may only hold one object in your hand at 
one time, but objects can be carried in various 
containers using the PUT command. PUT drops an 


object in a manner similar to GET. 

DO performs an action with or to an object. In 
this way you can use an object to accomplish a 
given task. The action that occurs depends on 
where your cursor is pointing. The object pointed 
to will make the appropriate, though not always 
expected, response. Pointing to a door will open or 
close it. Pointing to a lamp will turn it on or off. 

TALK directs a message to one or more other 
Avatars. The message is typed in using the key- 
board. Pressing the RETURN key sends the mes- 
sage to the Avatar to whom the cursor is pointed. 
To talk to all Avatars on the current screen, the 
cursor is pointed anywhere that there is not an 
Avatar. Telepathic messages and letters can be sent 
from nearly any screen to other Avatars in Habitat. 



Using the GO command and pointing to your 
own Avatar controls body movements (standing or 
sitting). Objects PUT into containers (each holding 
a certain number of objects) can be removed using 
GET. A list of the objects in the container is dis- 
played and that object you want is selected. News- 
papers and letters are read by pointing to them and 
using the DO command. 

Wandering about Habitat on your own or with 
others is fine, but real adventuring with a purpose 
(in search of intrigue, riches, and dangers) are what 
Avatars love to do most. The Oracle, the all know- 
ing being that controls life in the Habitat, sends 
Avatars on quests and adventures. Some are filled 
with danger and risk, others are safe, but chal- 
lenging. Most adventures involve puzzle solving. 
Some adventures can be done in an evening, others 
may take several days, a week or even longer. Some 
can be done alone, others require a group effort. 

The Oracle also grants wishes, gives counsel, and 
has been know to play a trick or two. As unpre- 
dictable as it is mysterious, the Oracle should never 
be taken for granted. 

When you chose to exit Habitat, your Avatar 
turns to stone and is generally protected from any 
harm. If you are away from Habitat for any great 

Continued on pg. 44 
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Rick Teverbaugh 



Apple owners can rejoice. Random 
House’s APBA Major League Player’s 
Baseball is finally available for your com- 
puter. Now even IBM owners can find 
reason to smile, because the price of both 
versions has dropped. The Master Edition 
now sells for $59.95. Team data disks are 
$19.95. 

Before we get around to all the good 
things about the game, let’s talk about 
some of the shortcomings, at least of the 
Apple version. Not all Apple owners will 
be able to play the game. It takes two disc 
drives and at least 128K memory. If you 
have an Apple lie, you’re home free. But if 
you have an Apple lie, you’ll need an 80- 
column card for the screen display. 

Unlike the IBM version, the Apple 
edition is monochrome. There also is no 
ability to create your own teams and if 
you want to do season replays, you must 
keep your own stats as there is no compiler 
utility. 

And one final complaint. I’m worried 
about the wear and tear on my disk drives 
if I try to play an entire season. With each 
hitter, each of the two drives makes a 
minimum of two passes before the outcome 
is revealed. 

As a dye-in-the-wool sports fan, I find 
text sports games, at least those with a 
strong statistical base, to be more satisfy- 
ing than those games who give away too 
much memory to graphic presentations. To 
that end, I like APBA enormously. The 
action feels like baseball. All serious base- 
ball fans have spent a lot of time in front 
of the radio listening to games. What they 
read on the APBA display screen is very 
like what they’re used to hearing. To visu- 
alize those descriptions is a prerequisite to 
enjoying baseball on the radio. That abil- 
ity to visualize is also important to get the 
full enjoyment from APBA baseball. 

I like the fact that APBA offers draft 
league possibilities. Probably for draft, 
head-to-head league play, there is no 
better game on the market than APBA. 
But since I like season replays and like 
being in control over what teams I use, I 
prefer other games more. Additionally, 
mail leaguers are out in the cold because 
there is no computer manager option. 

So there you have the plusses and mi- 


nuses. Choose to your own tastes, but at 
least Apple owners now have a choice and 
at a lower price. 

Interstel (formerly Cygnus) has en- 
tered the sports realm with Spin Out . It 
isn’t a fancy game, but it doesn’t have a 
fancy price tag. It sells for $19.95 and 
currently is only available for the Com- 
modore 64/128 owners. 

It is strictly man against the clock in 
this outing. All drivers use the same car 
and only one is on the track at the same 
time. There are no other cars against 
which you can compete. The only goal is 


to finish with the best time on record. 

The perspective is overhead rather 
than through the windshield, but the 
steering is done as though you were in the 
car. If the vehicle needs to turn left, you 
move the joystick left. The joystick button 
acts as a brake. 

Acceleration is handled in unique 
fashion. Before you start your trip around 
the track, there are two choices you must 
make. The first is how many laps you want 
to try and the second is how many gears 
you want to have available. Gears are from 
1-10. The more gears you use, the higher 



SPACE 

M®A®X 

SPACE STATION 
CONSTRUCTION SIMULATOR 


Put yourself in command of Space M+A+X, the world’s 
first commercial Space Station. Your assignment is to 
launch, assemble and operate the Space Station within 
a limited time schedule and budget. Your resources 
include Space Shuttles, Heavy-Lift Launch Vehicles, 
Space Station modules, flight crews, assembly and 
operating crews, consumables, a project budget and a 
fixed number of days to complete the project. Not an 
arcade game but a real-life simulation of one of Man's 
greatest future challenges! Based on the NASA Space 
Station Pribram. Over 80 realistic color displays and 3-D 
graphics. Three diskettes. Features include a 137-page 
operator’s manual, five levels of difficulty, simulation save 
and much more. Joystick or keyboard. Space exploration 
is a bold business which will never be free of risk. Not 
recommended for the faint-hearted or immature. 

THE SIMULATION IS COMPUTER-GENERATED . . . 

THE CHALLENGE IS REAL! 


At your local computer/software dealer or for MasterCard/VISA 
orders call toll-free 800-854-0561 Ext. 816 (outside CA). For 
direct orders or further information call 714-953-8083 
$69.95 (copy-protected) or $79.95 (for backup or copy to 
hard disk). Air mail shipping and handling included. Allow four to 
six weeks for delivery. Space M+A+X is worth the wait. Dealer 
inquiries invited. 

IBM PC. PC XT. PC AT 

192KB RAM IBM PC-DOS 2.10 (or later) 

One double-sided disk drive 

Color graphics adapter (100% IBM-comp.) 

Color graphics monitor 
(Double-disk system, RGB monitor, 
joystick and printer recommended) 

Copyright© 1986 T.L. Keller. 2FS and Space M-*A+Xare 
trademarks of Final Frontier Software. IBM (g) is a 
registered trademark of IBM. Includes graphics routines 
from Penguin Software’s tM Graphics Magician ®. 

FINAL FRONTIER SOFTWARE" 


On the edge of the FINAL FRONTIER . . . . 

YOU ARE IN COMMAND! 
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YOU’VE JUST ENTERED ANOTHER WORLD. A world of fabulous riches, 
unbridled sorcery and no end. BRONZE DRAGON grabs you by the collar 
and thrusts you Into the finest realm of fantasy role-playing on computer. 

• Create a party of unique characters: Choose from 100 spells, 10 martial arts 
modes — dozens of weapons, armors, supplies and traits such as leap, sneak, imitate 
dead, swordplay, jeweler, detect level, assassinate. . . . 

• Experience 12 generated plots: BD mixes in over 200 monsters, countless 
magic items and an endless assortment of surprises. Adventure has never held such 
possibilities for excitement. 

• Enjoy SEEKERS OF THE STORM: Quite simply the very best in role-playing. 
Your party begins on a stormy path and swiftly finds themselves swept into a spell- 
binding story of revenge and power. 

ALL THIS PLUS haggling merchants, a pub brimming with barflies, the ability to print 
characters on hardcopy, a king for the virtuous, an overlord for the vile, and rewards 
for slaying and solving. . . . 

Haven’t you tired of other so-called “fantasy role-playing” games? Isn’t it about time to 
conquer infinity!? 


BRONZE DRAGON is available for the Apple Computer w/64k 
$34.95 delivered - DEALER INQUIRIES INVITED 
COMMONWEALTH SOFTWARE • 3821 S. STATE ST. • INDPLS., IN 46227 


(Apple is a registered trademark of Apple Computer) 
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Attention: Venturers 


The Adventure System nom has more than 

120 Public Domain Adventures for Apple //s; 
some of these are also available for the IBITl-PC! 

For Apple //s, ^up^t is still the graphics 

replacement for the Eamon master, more shops, full 
color, and a faster DOS make ^upet (IBamotl the best 
may to play for beginners & hardened adventurers. 


±±± 


♦ ♦ ♦ 


Hh ^ 


« Super Eamon suil just $ 20 
a Allows you to access any standard 
^ Eamon adventure 

■«r 

B The HaurvtecC House .... $ 1 5 

GREAMON * 1 our first graphics 
3 Eamon adventure Can you survive 
* the night and win your bet? 

« (stay tuned for more GREAMONs!) 

I 

M Super Eamon Starter Set $ 37 
^ includes both of the above, plus 4 
S public domain adventures and "Te 

£ Guyde to Adventure manual 


to order, send check or 
money order, or write 
for more information: 



DeptC-4 PO Box 1190 
Columbia, MD 2 1044 


Please include $2 50 per order 
for shipping and handling 
Maryland orders should include 
5% for the state s cut 
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the top speed of the car. The longer your 
car runs parallel to the track, the closer it 
comes to the top speed available at the 
highest gear selected. 

When I said that it’s just you against 
the clock, that wasn’t quite accurate. 

There are some trucks, cars and very low- 
flying planes that obviously are unaware of 
your pursuit of the record. You must avoid 
them at all costs. Should you run into one 
or crash into something off the side of the 
course, you’ll see a fiery crash. A heli- 
copter will come and carry you off to the 
infield hospital and the race will be over. 
You can abort the rescue sequence quite 
easily, but you still have to start from 
scratch on the course. 

One of the more enjoyable aspects of 
this game is the easy-to-use track con- 
struction utility. There are some real-life 
tracks included and room on the disk for 
about 50 tracks of your own creation. The 
best time is saved to disk for each course. 

It is possible when laying out the course to 
have pieces cross over each other numer- 
ous times. But when you’re out on the 
course, these crossovers aren’t displayed. 
That makes for a disorienting feeling when 
driving, but it opens a world of options for 
designing a course. One detraction is that 
you can’t save creations to a blank disk, so 
you can’t swap creations with friends ala 
Activision’s Fast Tracks. 

But overall, I like Spin Out for a en- 
joyable bare bones approach to auto rac- 
ing. 

Finally, there’s World Karate Champi- 
onship from Epyx. There are 16 moves 
available for head-to-head or vs. computer 
action. The graphics are enjoyable and 
great attention to detail is evident. As you 
get more accomplished at the game, you’ll 
advance from place to place around the 
world and the background changes from 
city to city revealing the area’s most fa- 
mous landmarks. 

The top scores and belt color ad- 
vancements are saved to disk along with 
the initial of the competitor. When you get 
in a really good shot at your opponent, 
you’ll see stars circle his unconscious form. 
When you really polish him off with an es- 
pecially good move, a hand salute will fol- 
low. Match scoring is done by a computer- 
controlled referee. There is constant music 
throughout the program, but a simple 
keystroke will silence all but the match 
sounds. 

Between matches, there are some skill 
tests for bonus points. It is the only way 
the novice can break bricks with his cra- 
nium without getting a headache. 

The documentation is well-written and 
illustrated just enough to make the rules 
easy to follow. Epyx continues to take a 
strong stand in the foreground of the ar- 
cade sports programs with World Karate 
Championship. The game is currently only 
available for Commodore 64/128 owners, 
but in the fall, Apple and IBM owners will 
get their due. 
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**HIGHLT RECOMMENDED” 
**MORE THAN FIRST RATE” 
. **EXCELLENT GAME” 
k ‘^REVOLUTIONARY” 

^ **A TRUE CLASSIC” 

^ “A MUST” 


These were some of the words 
magazine critics used 
to praise Battle of AntietamT 

Now, they're going to need 
even stronger superlatives 
to describe our new game — 
GETTYSBURG: 

The Taming Point” 


After the long months of hard work 
It took to create Battle of Antietam, 
we knew we had a very special winner 
on our hands. We’re happy to see that 
the gaming public feels the same way: 

"Battle of Antietam... marks a long 
awaited return by (SSI) to the Civil 
War. Let's Just say it was worth the 
wait. ..Inside (the package) you'llfind 
...one of the most complete manuals to 
be found in computer gaming. And we 
do mean complete!... SSI and the 
authors have created more than a first 
rate grand tactical simulation.. ..They 
have captured some of the look and 
‘feel’ of Civil War combat, and it shows." 
— Computer Gaming World, April 1986 

“Battle of Antietam is a must for any- 
one with even a mild interest in the 
Civil War. The simulation is easier to 
understand than many others of its 
kind.. .it's more than Just another 
game." 

- COMPUTEl’s Gazette, June 1986 


"Like all SSI games. Battle of Antietam 
has been meticulously researched and 
Is a tactical game on a grand scale... 
SSI has produced dozens of computer 
war games, gathering praise from 
many sources. Battle of Antietam, how- 
ever, may transcend previous efforts 
and become a true classic." 

- COMPUTE! June 1986 

“Battle of Antietam is highly recom- 
mended... highly absorbing and a 
superb presentation of one of the most 
historic battles of the Civil War." 

— Computing Today! May 1986 

Needless to say, we’re pleased by this 
flood of compliments. But at SSI, we’re 
our own harshest critics, which is one 
reason SSI continues to be the acknow- 
ledged leader in computer wargaming. 
We immediately set out to create another 
Civil War game that further raises the 
standard for strategy simulations. 

The proud result is GETTYSBURG: 
The Turning Point. 


Advertisers have been accused of 
stretching their imagination to come up 
with incredible superlatives. Get ready 
to stretch yours after you’ve picked up 
a copy of these two games from your 
local computer/software or game store. 

If there are no convenient stores near you. 
VISA & M/C card holders can order Battle of 
Antietam (*49.95) and Gettysburg: The Turning 
Point (*59.95) directly by calling toll-free 
800-443-0100, z335. To order by mall, send 
your checlc to: STRATEGIC SIMULATIONS, 
INC., 1046 N. Rengstorff Ave., Mountain View, 
CA 94043. (California residents, add 7% sales 
tax.) Please specify computer format and add 
*2.00 for shipping and handling. 

All our games cany a “14-day satisfaction or 
your money back" guarantee. 

WRITE FOR A FREE COLOR CATALOG OF 
ALL OUR GAMES TODAY. 

On disk for the Apple'll! series with at least 48K 
RAM; Commodore'ed or 128; Atarl^ 400/800/XL/XE 
with at least 48K RAM; or IBM<»PC/PCJr. 



Apple, Commodore. Atari, and IBM are trademarks of Apple Computer. Inc., Commodore Electronics. Ltd., 
Atari, Inc., and International Business Machines Corporation, respectively. 


©1986 by Strategic Simulations Inc. All rights reserved. 
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Baseball Statistics: The Utility Programs 

by James Trunzo 

When it comes to baseball software, the first 
thing that most computer sports afficionados think 
of are computer simulation games like SSI’s Com- 
puter Baseball and MLSA’s MicroLeague Baseball 
or hi-res arcade baseball games like Accolade’s 
Hardball. However, like a slick shortstop sneaking 
behind second for a pick-off play, a new category 
of baseball software is quietly making its presence 
felt. Suddenly, appearing in front of baseball fans 
eyes are advertisements proclaiming the advent of 
the electronic scorebook; ads boldly stating that 
you’ll never again have to figure out a batting av- 
erage by hand; blurbs boastfully telling you that 
now "even you" can analyze a player’s performance 
month-by-month or week-by-week, if you prefer. 

It has happened... productivity software has invaded 
the domain of the National Pastime! 

Of the non-game baseball software now on the 
market, most of which are statkeeping packages, 
two products have come to the fore: Diamond from 
Consistent Software and StatM aster I from TNA 
Software. Both products are worthy of attention 
and each has its strengths and weaknesses, though 
the pros outweigh the cons by a considerable mar- 
gin. The primary purpose of Diamond and Stat- 
Master I is to compile the statistics that make base- 
ball the fascinating sport that it is. 

StatM aster I is the more versatile of the two, 
being easily adapted to baseball board games as 
well as to Little League, softball, or high school 
baseball. StatMaster can maintain records for up to 
40 teams in as many as 4 different leagues and al- 
lows you to assign up to 40 players to each team’s 
roster. For board gamers, it is important to note 
that there are no restrictions to the positional 
make-up of the rosters. Why this is a factor will 
become clear later in the review. 

Entering and editing data for either batters or 
pitchers is a snap with StatMaster I. Those who are 
familiar with the Apple ProDos Systems Master will 
quickly realize the similarity of operation between 


it and StatMaster I. No coincidence! The designer 
of StatMaster is an ex-Apple employee who did the 
majority of the work on the ProDos Systems disk. 
Therefore, you can expect an easy menu-driven 
approach to all modules contained in StatMaster I. 
You can enter more than one game at a time if you 
wish and either correct mistakes as you go or edit 
them later. 

StatMaster I will send formatted reports to either 
the screen or a printer, arranging the stats by bat- 
ting average for the hitters and ERA for the 
pitchers. Reports include complete team totals as 
well as individual player statistics. This reviewer 
was truly impressed with the speed of StatMaster I’s 
report generator. It does a complete roster sort in 
less than 20 seconds. 

TNA Software has also released StatMaster Util- 
ities as an enhancement to StatMaster I and the 
utilities disk upgrades the product immensely. 

While the utility disk does allow for more advanced 
editing (changing team names, etc.), its major 
function is to compile complete league statistics. 
StatMaster Utilities will take your data disk and 
produce league standings, team batting stats, team 
pitching stats. Top Ten lists in ten hitting cate- 
gories and Top Ten lists in ten pitching categories. 
In minutes, the utility disk tells you every team’s 
won-lost record, its winning percentage and its 
games-behind number; it shows you who’s leading 
your league in homers, average, slugging percent- 
age, strikeouts, earned run average and more! And, 
as mentioned, it does it in no time at all. 

Finally, both of TNA’s programs come with 
clear and concise documentation, complete with il- 
lustrations. Weaknesses? Did I mention something 
about weaknesses? Well, okay. StatMaster’s major 
drawback is its selectivity of categories. In order 
to facilitate its printouts, StatMaster only allows for 
the compilation of major categories. Such esoteric 
statistics like the sacrifice fly and the wild pitch 
cannot be tracked, nor can walks and strikeouts for 
hitters. To be sure, most users will only be inter- 
ested in the primary stats like RBI’s or complete 
games, but table top players may demand a little 
more. 

Diamond, produced by Consistent Software, 
gives a little more... but not without a price (and I 
don’t mean money). Designed primarily for college, 
high school or Little League teams. Diamond has a 
multitude of modules. It’s truly a database within a 
database within a database! The program will ar- 
range a car pool, keep track of your schedule and 
equipment and even score your game automatically. 
The latter function is especially useful if you can 
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take your computer with you to the game. Using a 
single-keystroke entry system. Diamond will score 
the game, print out a box score and update indi- 
vidual and team stats virtually all at the same time. 
Some teams who do not have the luxury of a 
portable computer system still use the scoring fea- 
ture, simply rescoring the game from a traditional 
scorebook. Their claim is that it’s quicker to rescore 
the game and let Diamond do all the work than it 
is to compile the stats using a pencil and paper. 

Diamond tracks a staggering number of statistics: 
it maintains 28 offensive categories, 26 pitching 
categories and even 7 defensive categories. Some 
of these statistics are even user-definable, allowing 
you to customize the program to fit your specific 
needs. 



Like StatMaster I, Diamond is easy to use once 
you get familiar with it. The program provides on- 
line help, keyboard overlays and a well-written 
manual and uses a form fill-in format for entering 
and editing information; however. Diamond does 
require a break-in period, especially if using the 
scoring option. While it isn’t a difficult program 
by any means, it isn’t as simple to use as StatMaster 
I. Its method of inputting information isn’t quite 
as "clean" as StatMaster I and the entire program, it 
must be said, is much slower than its competitor. 

Diamond will generate either individual or team 
reports in a variety of formats. It will not compile 
standings or top tens, 

but it must be remembered that Diamond is de- 
signed to be used by one team and one team only. 

It can be adapted for table top use but if you are 
considering doing so, be aware of some drawbacks. 
While Diamond allows a roster of up to 30 players, 
it will only permit ten of them to be pitchers. This 
is usually inadequate for baseball board game 
players, who use realistic up-down lists and exceed 
the limit of ten pitchers during the course of a 
season. Again, it must be emphasized that Dia- 
mond was not intended to be used as a board game 
utility. 

Both TNA and Consistent have new products in 


the offing: TNA should have its Rotisserie disk 
(available only for IBM or compatibles) ready by 
the time this review sees print and Consistent is 
preparing a special program that will address the 
needs of table top gamers. 

A third product that is of interest differs in in- 
tent from those already discussed but is, in its own 
right, a fascinating piece of work that is aimed at 
the real baseball statistics enthusiast. Scorecard 
from The Scorecard Company is a labor of love 
that evolved into from Jim Upchurch’s (the one 
man whirlwind behind the product) fanaticism for 
baseball into a cottage industry success story. 

Scorecard is a program designed to allow you to 
type boxscores into your computer and later call 
out any player or team stats over a given period of 
time. For example, if you wanted to know how 
Dale Murphy did in April, you would select the 
correct prompt from the Main Menu and then an- 
swer the questions that follow, requesting the 
player’s name, starting date and ending date. Had 
you done so last year, you’d have found that Mur- 
phy hit .380, smashed 9 home runs and driven in 
29 RBI’s! 

However, the above example only scratches the 
surface of what Scorecard can do. You can deter- 
mine a team’s performance against another team or 
a player’s performance against a specific team and 
do so over any period of time designated. Bruce 
Sutter vs the Astros from April, 1985 to May 1985? 
He appeared in 3 games, pitched in 3 innings and 
had an ERA of 6.00. Scorecard also tracks pinch- 
hit appearances, won and lost records of the team 
(showing how the team fared both with and with- 
out a selected player in the lineup), strikeouts and 
walks per 9 innings, team record in a pitcher’s no 
decision games, and more. 

Scorecard is set up in such a way that the input 
corresponds almost identically to the daily boxs- 
cores in the paper, making it a simple task to 
transpose the information from the paper to the 
computer. Editing is possible but you have to be 
careful about the order in which you respond to 
prompts or you’ll end up saving material before 
you’ve completed your entries. A close reading of 
the documentation (which comes on the disk and 
can be printed out if a hardcopy is desirable... and 
it is) overcomes any such problems, however. 

Mr. Upchurch has been careful not to exclude 
anybody from using his program. Scorecard, which 
is, like the others, not copy-protected, contains in- 
structions for installation onto a 3.5 Unidisk or a 
hard disk and the program, while running, re- 
freshes the screen as it reads the files, literally al- 
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lowing the user to watch hot streaks and slumps 
occur right before one’s eyes. 

Scorecard, written entirely in Applesoft, is quite 
slow at its best; and the more data needed to be 
read, the slower the program seems. However, 
because the accumulating of stats appears on screen 
while it is taking place, there isn’t the tedium or 
boredom one might expect to occur while awaiting 
final results. 

Results of any search can be dumped to the 
printer in one of several forms. An individual 
player or team stats can be had or an entire player- 
by- player report can be generated and printed in 
columnar form. 

While Scorecard is not a program for everyone, 
it certainly is a useful tool for those who study the 
game and are in love with baseball statistics. Be 
forewarned, however, that the program can become 
addicting once you start fooling around with all the 
possible combinations available to you! 

StatMaster /, Diamond and Scorecard hit home 
runs each time they come up to bat in your com- 
puter. These products can truly add a new dimen- 
sion to the hybrid world of computers and baseball. 


StatMaster I 
TNA Software 

1266 White Oaks Drive, Suite 101 
CAmpbell, CA 95008 

Suggested Retail: $49.95/Utilities disk $19.95 
IBM 128K and Apple II 64K 
Circle Reader Service #76 

Diamond 

Consistent Software 
1050 Duncan Avenue 
Suite G. Department BA 
Manhattan Beach, CA 90266 
Suggested Retail: $69.96 
Apple II 64K 
Circle Reader Service #77 

Scorecard 

The Scorecard Company 
3146 Thomas Avenue 
Montgomery, AL 36106 
Suggested Retail: $39.95 
Apple II 64K 
Circle Reader Service #78 


NEW FROM SIMULATIONS CANADA 

HAVE YOU EVER WONDERED WHAT THOSE OTHER GAMES ARE MISSING? 

THE SPARK JUST ISN'T THERE. 

PERHAPS WHILE DOING THE PRETTY PICTURES. 

THEY FORGOT THE INNOVATION, REALISM, & ACCURACY. 

WE DIDN'T. 

OUR NEWEST COMPUTER GAME: OUR NEWEST BOARD GAME: 


OPERATION OVERLORD, The Invasion of Europe, 6 June 
through 28 August, 1944. 

World War II was nearly 5 years -old. But since the summer of 
1940 all had been fairly quiet on continental Europe. The Axis had 
been kicked out of North Africa and the Italian campaign had 
ground to a stalemated halt. Hitler's attention, and most of the 
prime fighting forces of Germany, were tied down in Russia. The 
time for the Allies to open the second front had finally come. 
OPERATION OVERLORD is an upper operational /lower stra- 
tegic level look at the first 1 1 weeks of the re-entry into Fortress 
Europa. The Allies may land historically or secretly pick from the 
other potential landing zones. The Axis may freely deploy its 
defence forces or use the historical positions. And then only deci- 
sive decisions in the face of limited intelligence and raw combat 
power will decide the day. Situation maps and marker sets for both 
players are included. The computer will play either side. Design by 
S.St.John, art by J.Kula. Disk for Apple II or IBMPC systems. 


LINE OF BATTLE, Tactical Capital Ship Combat, 1914 
through 1924. 

Lord Fisher started it all when, in December of 1905, he 
approved the laying of the keel of Dreadnought, the first of a type 
of line of battle ship that would make everything built before it 
obsolete and whose concept would dominate the big gun ships of 
major navies for the next 40 years. By the eve of the Great War full 
fleets of these vessels faced each other across the narrow Euro- 
pean seas ready to fight for domination of the open ocean. 
LINE OF BATTLE is the first part of a two part game system 
designed to cover the concept of all the big gun ship. Its integrated 
combat system depicts shell strengths, immune zones, armour 
placement, gun ranges, and angle of shot without resort to compli- 
cated calculations. Detailed rules on movement, command, and 
other vital factors complete the game. Unit counters are included 
to cover every European, American, & Japanese dreadnought of 
t he period. Design by S. Newberg, art by J.Kula. 


COMPUTER GAMES FOR THE APPLE ll(t), COMMODORE(*) & IBMPC(#) 

GOLAN FRONT, the Arab/lsraeli War in the North, 1973 t* FIFTH ESKADRA, Operational Modern Naval Combat t* 

BATTLE OF THE ATLANTIC, Naval Combat Against the Axis t* FALL GELB, The Conquest of Franoe, Spring 1940 t* 

SIEG IN AFRIKA, Rommel in the Desert, 1940-1943 t* GREY SEAS, GREY SKIES, Taotical Modern Naval Combat t» 

— SEVENTH FLEET, Modern Naval Combat in the Pacific f* 


ORDERING INFORMATION, PLEASE READ CAREFULLY; Board games are $15.00 each in ziplock packaging or $20.00 each boxed. 
Computer games are $60.00 each and are only available boxed. Please specify the game title(s) desired and the type of packaging on a 
separate sheet and send it, along with your payment, to our address below. 

NOTE: Purchasers outside Canada should send payment in U.S.funds (meaning Americans can just write a cheque). Canadians must add 25% 
for Federal Manufacturers Sales Tax & shipping. Nova Sootia residents must add an extra 10% of the total for Provincial Tax. Orders from 
locations outside the United States and Canada must add $3.00 per game to cover extra shipping & handling. 

SIMULATIONS CANADA, Dept. C, P.O.Box 452, Bridgewater, Nova Scotia, Canada B4V 2X6 
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The Atari Playfield 


by Gregg Williams 

Is this the end for Atari 800 games? It 
certainly looks like it might be from where 
I write (early July, 1986). The Consumer 
Electronics Show came and went, and I’ve 
heard of very little new Atari 800 software. 
The 520 ST fares somewhat better, and 
you’ll be hearing about its games in the 
months that come. If you know of any new 
(i.e., 1986) Atari 800 games, please let me 
know. 

Two from Antic Publishing 

One company gloriously keeping the 
Atari 800 alive is Antic Publishing , the 
software sibling of Antic magazine. They 
are finding good new pieces of Atari 800 
software and publishing them at very rea- 
sonable prices. (Yes, they’re doing Atari 
ST software, but I haven’t seen any yet.) 
Their low price (usually $15.95 or less for 
their games) has a dark side, though: the 
documentation, which is usually rambling 
and poorly organized, is on disk, and you 
have to print it out or be willing to take 
copious notes from the on-screen docu- 
mentation. 

Orbit--a Trip to the Moon , by John 
D. Reagh, is a gem of a simulation that 
should keep you busy for a long time; its 
only problem is that it’s an accurate 
enough simulation to require a large 
amount of time to master it. It contains 
four scenarios; intercepting and destroying 
a drone satellite; docking with an orbiting 
space station; traveling to the moon; and 
landing on the moon’s Farside Station (a 
real-time Lunar Lander). 

I can’t say much about the first three 
scenarios. I spent at least two hours trying 
to learn the basics of maneuvering your 
ship around the Earth (your ship starts, 
mercifully, in orbit)--then gave up. It’s a 
challenging task, made worse by six single- 
spaced pages of instructions just for these 
three scenarios — nothing but text, incredi- 
bly boring and hard to readi — and over a 
dozen functions tied to nothing but joy- 
stick control. It looks like it’s reasonably 
well designed, but it’s not simple; and woe 
be unto you if you don’t have a printer. 

Fortunately, you can skip to the Lunar 
Lander scenario by pressing the Select 
button at the beginning of the game (that 
information was buried on page 7 of the 
documentation). You’ll see some garbage 
as information loads into memory cur- 
rently being used for video display, but 
just wait for the return of a normal pic- 
ture. The top half of the screen shows the 
lunar landscape as seen from above; the 
bottom half shows your control panel with 
flve dials; oxygen, fuel, attitude, altitude, 
and position. When you’re less than 20 
miles from the surface, the top inch or so 
of your screen shows a cross-section of the 
lunar surface and a dot representing your 
lander. 

The game, like space itself, is not for- 
giving. You have enough oxygen fOr about 
one orbit and not a drop of fuel to spare. 
Your goal is not just to land on the moon- 


-it’s to land in one particular crater l With 
your joystick you can adjust your lander’s 
attitude (the direction it’s pointed) and 
the amount and duration of your "burns." 

I have landed correctly a few times, 
and I recommend this scenario to begin- 
ners over the Earth-orbit and Earth-to- 
Moon scenarios. My biggest objection to 
this scenario is that the attitude points 
opposite to the way I think it should be. 
Maybe it’s just me, but I have to mentally 
rotate 180 degrees before I can start any 
"burn" — and that’s a luxury I can’t afford 
in a real-time game! Also, the game occa- 
sionally malfunctions when beginning your 
third or fourth Lunar Lander scenario on 
an Atari 800; it does not do it on an Atari 
800 XL. I have no idea why this happens, 
but it does; at least it has the grace to 
crash between games, not in the middle of 
one. 

Colourspace 

As you can tell from the spelling. 
Colourspace is a British import, created by 
a madman named Jeff Minter. I’m running 
out of space, so I can’t give this product 
the description it deserves. To summarize, 
this program is so awesome (in the original 
sense of the word) and mind-blowing that 
I can’t decide whether or not I’d want to 
meet its author. As my friend Rick put it, 
"We have just entered another human 
being’s private universe...." 

Colourspace is a joystick- and key- 
board-controlled light show that creates a 
seemingly endless number of beautiful 
(sometimes bizarre) color effects. The best 
way to learn the system is to start playing 
with it and read the documentation as 
your interest builds. To begin, press "A", 
then "W", then hold down the button and 
move the joystick. To get different effects, 
hit any key except BREAK on the top row 
of the keyboard. And, ohmigod, I just 
found this- -the author says he’s planning 
to get this working on the 520 ST.... 

Orbit and Colourspace are $15.95 each; 
you can reach Antic at (415) 957-0886. 

Star Raiders II 

Let me squeeze this one in: if the origi- 


nal Star Raiders rates (by today’s stan- 
dards, on a scale of 0-10) a 6 for graphics 
and an 8.5 for game design. Star Raiders II 
rates an 8.5 for graphics and a 4.5 for 
game design. It’s a shoot-em-up that is 
visually breathtaking but gets repetitious 
after a while. Zylon ships (three kinds) are 
invading your solar system from theirs. 

You have to wipe out all their ships and 
the cities that produce more of them be- 
fore they capture all your cities. Unlike SR 
I, which called for some involved decision 
making, SR II has as much strategy as 
Missile Command. 

Also, this game is like a bike with 
training wheels--you think you’re doing 
something dangerous, but you’re not. Two 
examples: you have an energy gauge that 
mustn’t get to zero, but it decrements only 
a small amount regardless of where you 
warp to. Also, you have gauges that mon- 
itor gun temperature- -but you can’t over- 
heat them even firing continuously on the 
hardest level of the game! These are small 
touches that, if added, would have con- 
tributed to the "richness" of the game. Oh 
well, it’s got impressive graphics and is 
certainly worth its list price of $19.95. 

In Brief 

Activision’s Music Studio (for the 800, 
$34.95, and the ST, $59.95) is more for the 
dabbler in music than the professional. 
Both versions are pretty good buys for the 
price but are visually "busy" and some- 
times confusing to use. 

Also, a German company called 
"Tommysoftware" has created a nice en- 
tertainment called Puzzlepuzzle that I can 
only call a recursive jigsaw puzzle; unfor- 
tunately, it works on the Atari ST 
monochrome monitor only. They’re asking 
$10 for it (international money order or 
equivalent); you can reach them at 
Mainzer Landstr. 147/ 6000 Frankfurt, 
M.l/ WEST GERMANY. It’s very well 
done, and they deserve your support. 

Next Month 

Who knows? Until then, remember; 
there is nothing more frightening than ig- 
norance in action. 


Largest Selection of 
Computer Game Software 
... Anywhere 

• Arcade •Adventure •Strategy Mo„&p^ooe 

Orden Accepted 

3333 BRISTOL ST.. COSTA MESA, CALIFORNIA 92626 (714) 557-2447 


SOUTH 

COAST 

PLAZA 
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Printer Sale 

• Word Processing • Program Listings • Graphics • Quiet 
Operation * Upper and Lower case * All points addressable 
Graphics * Underline * Enhanced * Much much More 

Super Print Quality 

/ ^ /// / printer was made by Canon® for 

~ / A on® of the largest computer 

— / A manufacturers in the world. The Big 
gjT / A \ Blue printer comes ready to hook up 

® ®*-Ue ^ / /f / to the serial port of the IBM®PC jr. 

/ / / Plus with low cost adapter cables you 

\ r / / can connect the Big Blue printer to the 

r // IBM®PC, IBM®XT, IBM®AT, 

^ / / IBM Compatibles , Apple®II, lie, lie, 

— — / Apple Compatibles, Commodore® 

^ II / 128, Atari®, plus many more. 

• 90 Day Immediate — (Also vie 20 ) 

Replacement Warranty • 15 Day Free Trial-Satisfaction or Money Back 

Now you can have a full fledged S'A” letter size 80 column printer for less than the cost of a large 
box of paper. This printer uses advanced thermal technology to print upper and lower Case (with 
true lower descenders), underline, enhanced, all points addressable graphics (works with Print- 
shop) plus More. Print out pictures, program listings, wordprocessing pages, graphics and more. 
Perfect for the homeowner or student and definitely affordable. Fantastic Printer at an unbeatable 
price. List $199.(X) Sale $39.95 Paper (2 Rolls) List $19.95 Sale $9.95 

Intelligent Commodore Interface— Allows you to Intelligent Atari Interface— Allows you to connect 
connect the Big Blue printer to the printer port of the the Big Blue printer to Atari computers (except 1 200). 

Commodore 64 and 128 computer. Print Commodore Print Atari graphics, Printshop .word processors, and 
graphics, use Printshop, Word processors and more... more... List $49.95 Sale $24.95 
List $49. 95 Sale $24.95 

IBM@PC,AT,XT,PC Jr. Apple® RS-232 Adapter— Adapts the Big Blue printer to be used with any RS- 
Lis^ $°r95 Sale $9.95 Applell.ll plus, lie, lie, Atari 520 ST,Laserl28, Amiga interface— List $24.95 Sale $12.95 

IBM, Apple. Conon, Cotnmodore , Atorl ore trodemorks of International Business Mochines, Apple Computer, Canon Inc, Commodore Business Machines, Atori Inc. Respectively. 




Intelligent Atari Interface — Allows you to connect 
the Big Blue printer to Atari computers (except 1200). 
Print Atari graphics, Printshop .word processors, and 
more... List $49.95 Sale $24.95 


Add $10.00 for shipping, handling, and insurance, illinois residents piease add 
6'/. % sales tax. Add 20.00 for CANADA, PUERTO RICO, HAWAII, ALASKA, 
APO-FPO orders. All orders must be in U.S. Dollars. WE DO NOT EXPORT TO 
OTHER COUNTRIES EXCEPT CANADA. Enclose Cashier Check, Money Order or 
Personal Check, Allow 1 4 days for delivery, 2 to 7 days for phone orders, 1 day 
express moll. Prices & Availability subject to change without notice. 

VI$A — MASTER CARD — C.O.D, C.Q.D. on phone orders only. 


We Love Our Customers 

22292 N. Pepper Rd., Barrington, Illinois 60010 

312/382-5244 to order 
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COMMODORE 64 
COMPUTER 


(Order Now) 


149 ” 


* C128 Disks 44‘ ea.* 

* Comstar Writer 64 $19.95 

* 13" Color Monitor $139.95 


CALL BEFORE YOU ORDER 


COMMODORE 64 COMPUTER $149.95 

You poy only $149.95 when you -order the 
powerful 84K COMMODORE 64 COMPUTER! LESS 
the value of the SPECIAL SOFTWARE DISCOUNT 
COUPON we pack with your computer that allows 
you to SAVE OVER $250 off software sale prices! ! 
With only $100 of savings applied, your net 
computer cost is $49.95! I 


* C128 DOUBLE SIDED DISKS 44« EA. 

Get these SVt" Double Sided Floppy Disks 
specially designed for the Commodore 128 
Computer (1571 Disk Drive). 100% Certified, 
Lifetime Warranty. Automatic Lint Cleaning 
Liner included. 1 Box of 10 • $4.40 , 5 Boxes of 10 
•$22v00., 10 Boxes of 10 *$44.00 . Boxes of 10 limit 
1 ,000. (Add .50 per box for shipping & handling) 


13'* COLOR MONITOR $139.95 

You poy only $139.95 when you order this 13" 
COLOR MONITOR. LESS the value of the SPECIAL 
SOFTWARE DISCOUNT COUPON we pack with 
your monitor that allows you to sove over $250 off 
software sale prices! ! With only $100 of sovings 
applied, your net color monitor cost is only $39.95. 
(16 Colors). 


V SAMSUNG GREEN SCREEN MONITOR 

Super High Resolution composite green screen 
monitor. Perfect for 80 column use with The C128 
computer (Req. $.lV#95 Cable) 

List $129.95 Sale $59.95. 



SPECIAL SOFTWARE COUPON 


We pack a SPECIAL SOFTWARE DISCOUNT 
COUPON with every COMMODORE 64 
COMPUTER, DISK DRIVE. PRINTER, or 
MONITOR we sell! This coupon allows you 
to SAVE OVER $250 OFF SALE PRICES!! 


Premium Ouolity 150>170 CPS 
Comstar Aero 160 Printer $199.00 

The COMSTAR Aero 160 gives you o 10" corriage, 
150*170 CPS, 9x9 dot matrix with double strike 
capability for 18 x 18 dot matrix (near letter 
quality), high resolution bit image (120 x 144 dot 
matrix), underlining, back spacing, left and right 
margin setting, true lower decenders with super 
and subscripts, prints standard, block graphics 
and special characters. It gives you print quality 
and features found on printers costing twice as 
much! I (Centronics Porallel Interface) List $499.00 
Sale $199.00. 


(Examples) 


PROFESSIONAL SOFTWARE 

COMMODORE 64 


Nome 

List 

Sale 

Coupon 

Paperclip 

$59.95 

$34.95 

$29.95 

Consultant 

$59.95 

$49.95 

$39.95 

Leader Board 

$39.95 

$24.95 

$22.95 

The Print Shop 

$44.95 

$27.95 

$26.95 

Halley's Project 

$39.95 

$22.95 

$19.95 

Practicalc (spread sheet) 

$59.95 

$19.95 

$14.95 

Voice Command Module 

$79.95 

$39.95 

$34.95 

Nine Princes in Amber 

$32.95 

$24.95 

$21.95 

Super Bowl Sunday 

$35.00 

$22.95 

$19.95 

Flip and Pile Disk Filer 

$24.95 

$14.95 

$12.95 

Pro Joy Stick 

$19.95 

$12.95 

$10.00 

PartyWore 

$19.95 

$14.95 

$11.95 

Oust Cover 

$ 8.95 

$ 6.95 

$ 4.60 

Financial Planner 




Sylvia Porter 

$59.95 

$38.95 

$35.95 

Hardball 

$29.95 

$18.95 

$16.95 

C64 Troubleshoot & 




Repair Guide 

$24.95 

$15.95 

$12.95 

(See over JOO coupon items in our catalog) 

Write or call for 


Sample SPECIAL SOFTWARE COUPON! 


ATTENTION 

Computer Clubs 


80 COLUMNS IN COLOR 
COMSTAR WRITER 64 WORD PROCESSOR $19.95 

This COMSTAR WRITER 64 WORD PROCESSOR is 
the finest available for the COMMODORE 64 
computer! The ULTIMATE FOR PROFESSIONAL 
Word Processing, DISPLAYS 40 or 80 COLUMNS IN 
COLOR or block and white! Simple to operate, 
powerful text editing, complete cursor and 
insert/delete key controls line and paragraph 
insertion, automatic deletion, centering, margin 
I settings and output to all printers! List $99.00. 
SALE $19.95. Lfd. Qfy Closeout Item 


We Offer Big Volume Discounts 

CALL TODAY! 


PROTECTO WARRANTY 


All Protecto's products carry a minimum 90 day warranty. 
If anything fails within 90 days from the date of purchase, 
simply send your product to us via United Parcel Service 
prepaid. We will IMMEDIATELY send you a replacement at 
no charge via United Parcel Service prepaid. This warranty 
proves once again that We Love Our Customers. 


• LOWEST PRICES • IS DAY FREE TRIAL 

• BEST SERVICE IN U.S.A. • ONE DAY EXPRESS MAIL 


PHONE ORDERS 

8 o.m. - 8 p.m. C.S.T. Weekdays 


12 noon C.S.T. Saturdays 


Add $10.00 for shipping, handling, and Insurance. Illinois residents please add 
6*/a% sales tax. Add 20.00 for CANADA, PUERTO RICO, HAWAII, ALASKA, 
APO-FPO orders. All orders must be in U.S. Dollars. WE DO NOT EXPORT TO 
OTHER COUNTRIES EXCEPT CANADA. Enclose Cashier Check, Money Order or 
Personal Check. Allow 1 4 days for delivery, 2 to 7 days for phone orders, 1 day 
express moll. Prices & Availability subject to change without notice. 

ViSA — MASTER CARD — C.O.D. C JD.D. on ohone orders oniv. 


Cl 28 Commodore 
Computer & 
1571 Disk Drive 


$499 


* Voice Synthesizer $39.95 

• 12" Monitor $79.95 


• 90 DAY FREE REPLACEMENT WARRANTY 

• OVER JOO PROGRAMS • FREE CATALOGS 




PRICES AAA Y BE LOWER 


C128 COMPUTER & 1571 $499.00 

Now you con get the Cl 28 Commodore computer 
& the 1571 Disk Drive for one low price of only 
$499.00. List $698.00 

SALE $499.00. 


340K 1571 COMMODORE 
DISK DRIVE $259.00 

Double Sided, Single Disk Drive for C*128 allows 
you to use C-128 mode plus CPM mode. 17 times 
faster than 1541 , plus runs oil 1541 formats. 

List $349.00. Sale $259.00. 


SUPER AUTO DIAL MODEM $29.95 

Easy to use. Just plug into your Commodore 64 
computer and you're ready to transmit and 
receive messages. Easier to use than dialing your 
telephone, just push one key on your computer! 
Includes exclusive easy to use program for up and 
down loading to printer and disk drives. 

Best In U.S.A. List $99.00. SALE $29.95. 

Coupon $24.95. 


VOICE SYNTHESIZER $39.95 

For Commodore-64 computers. Just plug it in and 
you can program words and sentences, adjust 
volume and pitch, make talking adventure games, 
sound action gomes and customized talkies!! 
PLUS ($19.95 value) TEXT TO SPEECH progrom 
included FREE, just type a word and hear your 
computer talk — ADD SOUND TO ‘ZORK SCOTT 
ADAMS AND OTHER ADVENTURE GAMES! ! (Disk 
or tape.) List $89.00. SALE $39.95 


12" SAMSUNG AMBER SCREEN 
MONITOR $79.95 

Super High Resolution amber screen monitor. 80 
columns x 24 lines, easy to read, a must for 
wordprocessing . Fantastic value. 

List $129.00. Sale $79.95. 

(C128 cable $19.95. C64, Atorl coble $9.95) 


PRINTER/TYPEWRITER 
COMBINATION $199.95 

Superb letter quality, daisy wheel 
printer/typewriter combination. Two machines In 
one — just a flick of the switch. Extra large 
carriage, typewriter keyboard, automatic margin 
control compact, lightweight, drop in cassette 
ribbon! (90 day warranty) centronics parallel 
I interface Built -in. List $349.00. SALE $199.95. 

(Ltd. Oty-f 


14" RGB & COMPOSITE 
COLOR MONITOR $239.95 

Must be used to get 80 columns in color with 80 
column computers (C128 • IBM • Apple). (RGB 
Cable $19.95) Add $14.50 shipping. 

List $399.00. SALE $239.95. 


We Love Our Customers 

22292 N. Pepper Rd., Barrington, Illinois 60010 

3 1 to order 
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Amiga Preferences (cont.) 


(Cont. from pg. 14) 

terns to provide sixteen shades of grey. The pack- 
age comes with several nice examples and some clip 
art. Over 300 clip art images are available. 

This product can use medium resolution draw- 
ings from Deluxe Paint for both backgrounds 
and/or clip art. This does require some pre-plan- 
ning effort since most drawings in Deluxe Paint are 
done in low resolution. All work can be saved to 
disk for later use or printing. There are extensive 
user options and a minimum number of frustrations 
or deficiencies. This product is highly recom- 
mended. 

What’s That I Hear? 

Without a doubt, the sound and music on the 
Amiga has NO equal. Stereo with two independent 
voices for each channel. Two new products are 
available for the less serious and more playful mu- 
sic people. (Several very serious music programs are 
also available, but will not be discussed here.) The 
Music Studio from Activision ($59.95) is a very 
comprehensive music construction set and Instant 
Music from Electronic Arts ($49.95) is a very sim- 
ple and fun way to build and play-along with the 
music. 

Music Studio comes with several songs of dif- 
ferent musical styles and 15 instruments. Starting 
with these and the tools provided to manipulate 
them, the possibilities are unlimited. Any of a 
number of MIDI interfaces can be purchased for 
about $50. and are fully supported. Using a Casio 
type keyboard, you can play the music through this 
instrument. If you play the instrument, the notes 
can be entered and saved to disk. 

This product is very good. Unfortunately this 
first release does not support digitally samples 
sounds/music or save its music using the music file 
standard format that has been established for the 
Amiga. We hope to see these deficiencies corrected 
in a future release. 

Instant Music is fun! It is really designed for 
those of us with NO music training. Those of us 
that wish we could play an instrument along with a 
song or just kind of throw together an original 
composition without knowing musical notation. It 
contains an extensive library of music, in all styles, 
that uses four different instruments. One can select, 
from many instruments, and using the mouse. 



"play" along with the music. New instruments can 
be selected for any of the four voices. Simple con- 
trols exist to modify the sound levels, beat, rhythm 
and note duration. 

It does not use standard musical notation, but 
rather a simplified display of sound bars and posi- 
tioning upon an open field rather than any formal 
music staff. All actions are intuitive, rather than 
trained. Playing along has to be experienced to be 
realized how much fun it is. It’s GREAT! 

The music written using Instant Music can be 
used with Deluxe Video and other Amiga programs. 

For the sophisticated. Deluxe Music from Elec- 
tronic Arts, Musicraft from Commodore, and 
Sound scape (MIDI interface) from Mimetics will 
soon be available. 

Putting It All Together 

That’s it for Amiga productivity products. In 
general, most of these products can share and work 
with the files each of them create. This is a very 
significant plus in the basic design of the Amiga. 
Products can complement one another rather than 
compete for a buyer and then lock that buyer into 
one way of doing things. 
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First, there was PHANTASIE"” one of the most popular 
fantasy role-playing games ever made. 

Now, a new adventure 


j 


You must map out dungeons 
and fend off hideous monsters. 


Your group has found Pluto's 
Palace in the netherworld. 


This exciting adventure can start 
right away by a quick visit to your 
local computer/software or game 
store today! 


If there are no convenient 
\ stores near you, VISA &C M/C 
holders can order this $39.95 
game by calling toll-free 
800-443-0100, x335. To 
order by mall, send your 
check to: STRATEGIC 
sinuLATions, inc., 
1046 n. Rengstorff Ave., 
Mountain View, CA 
94043. (California 
residents, add 7% 
sales tax.) Please 
specify computer for- 
mat and add $2.00 for 
shipping and handling. 
All our games cany a 
14-day satisfaction or your 
money back " guarantee. 
WRITE FOR A FREE COLOR 
CATALOG OF ALL OUR 
GAMES TODAY. 

DISK FOR 
APPLE®II 

at 


/i small section of the wilder- sample of recruits from the 

ness your band must explore. Adventurers' Ouild. 


For no reason other than 
pleasure, the Dark Lx)rd nickademus 
fashioned an evil orb, through 
which he cast a curse on a 
beautiful island and its people. 

Mow, six intrepid adven- 
turers under your guid- 
ance brave the cruel 
warlock's wrath to find 
and destroy his ne- . 
farious handiwork. 

If you've played 
the original 
PHAMTASIE, you 
may transfer J 
those same 
characters to 
this sequel, 
if you haven't, 
don't worry. You can 
always start with new 
characters that range 
from mere humans to 
exotic, unearthly 
creatures. 


GUILD MEMBERS LIIST I 


R)ENAME A)l 
E>XIT GUILD 


APPLE, 064 and ATARI 5T arc trademarks of Apple Computer Inc. Commodoie Electronics. Ltd., and Atari. Inc., respectively. 





BATTLES FOR 


TOBRUK 


1941 : Rommel's Afrika Korps was besieging the strategic port of Tobruk. The 
British 8th Army attacked three times to raise the siege: Operations Brevity, Bat- 
tleaxe, and Crusader. On the third try, Rommel retreated. But the next spring 
he was back, sweeping around the flank of 8th Army's Gazala Line and into 
Tobruk, forcing the British all the way back to El Alamein. 

Rommel gives you four different games: all the battles for Tobruk. Now you 
can experience the sweeping maneuver and hard-fought tank battles of the desert 
war with the incredible historical detail that only GDW can provide: battalion- 
level historical units, counting individual tanks (by type, from L3s to Matildas), 
men, artillery, and anti-tank guns; a game system that fully models combined- 
arms combat; detailed supply and air war systems. We put history in so you 
get history out. And it's remarkably easy to play. 


NOU 20 ALLIED C 2) 


5core 4691; Runners 042; Col~ie Row*-l3 




History In— History Out 


GDW 


Came 
Designers' 
Workshop 

P.O.Box 1646, Bloomington, IL 61702-1646 
(309)452-3632 


A GDW Computer War Game 


★ Simultaneous hidden movement— limited intelligence 

★ Real combined arms interactions 

★ Detailed model of unit morale 
★Tactical and strategic maps 

★ Computer plays either side at three skill levels 

★ Save game and play by mail options 

★ Change options in mid-game — even change sides 

★ Keyboard or joystick control 

★ Minefields and fortifications 

★ Fatigue and regrouping 

★ Complete documentation 

★ Extensive historical notes 


The Battle of Chickamauga 

One of the bloodiest and most evenly matched battles 
of the Civil War. You command a Union or Confederate 
army of 50,000 men: brigades of infantry or cavalry with 
attached artillery. The computer keeps track of each man 
and gun, plus changing unit morale, fatigue, and com- 
munications status. 


Rommel: $40; Chickamauga: $35. Disk for Atari computers with 
48k. Both coming soon for Apple and Commodore computers. If 
there is no store in your area, you can order direct from GDW. 
Add $ 1 per game for handling. 



OPERATION: keystone 


and begin to plan their downfall. The "Navigate" 
play option handles this function. From here you 
may obtain a surface weather report and activate 
the sonar and or radar. The immediate effect of 
activating sonar is to have the designation letters of 
enemy vessels suddenly appear on the grid. Your 
objective convoy is never to far away so if it 
doesn’t show up right away then you may change to 
a greater magnification and obtain their current 
position. Enemy vessels have an uncanny knack of 
detecting the fact that they are being pinged and 
tracing the sound back to its source (i.e. you), so 
sonar should be used sparingly unless you are 
playing at the Novice level. Once the convoy has 
been located, you may change heading and plan an 
intercept. 

The composition and starting point of the enemy 
convoy is randomly determined for each game. 
Sometimes you may have the luxury of cruising on 
the surface and watching the enemy while other 
times you may have to dive immediately and with- 
drawal to a vantage point in order to plan the in- 
tercept. When you have obtained about 4000 yards 
to target you may come to firing depth and take a 
shooting bearing through your periscope. Since the 
enemy is not to keen on being sunk, the target will 
change speed and heading quite often, making the 
shooting bearing the hardest part of the game to 
master. After some practice with turning the scope, 
changing heading, and watching the enemy move- 
ment you will get the hang of it and know exactly 
when to fire. You are very vulnerable when making 
a shooting bearing and the enemy will often spot 
your scope and begin a depth charge run. If you 
are spotted, you will know it immediately as one or 
more of the ships come charging straight at you 
and then disappear from your scope. The next 
sound you hear will be depth charges exploding 
and, at the advanced level, that usually means 
heavy damage or destruction. 

To assess the damage from depth charge attack 
the "Damage" play option is used. This option lists 
the 10 ships components and tells you if they are 
active or out of commission. Some of the ships 
components may only be repaired in harbor while 
others may be repaired by surfacing and using the 
"Utility" play option to begin repairs. Surface repair 
is extremely hazardous if the target convoy has an 
aircraft carrier as attack on the surface by planes 
spells destruction. 

After all the ships in the convoy have been 
sunk, you may return to harbor and meet a hero’s 
welcome. Actually, the game just tells you the 
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number of points you scored and some other stats 
about your mission. The stats are stored and may be 
reviewed at some later time. You may then start 
another mission or turn the computer off and go 
talk to your wife. If your wife wants to talk to you 
before you have destroyed the convoy then you 
may save the game and restart it at some later time. 

This reviewer found Operation Keystone to be 
an excellent game that maintains a good feel of 
real-time combat activity. The only major draw- 
back to this game is the fact that shooting bearings 
are very hard to get and almost require two players, 
one to plot and the other to execute heading 
changes. Good luck, and happy hunting. 



41 


Circle Reader Service #37 


Vizard’s 


(cont. from pg. 17) 

All monsters, of whatever type, fight to the 
death. They never surrender, and they never re- 
treat, no matter how badly things are going for 
them. However, you can retreat your party out of 
combat (one person at a time) if they get into seri- 
ous trouble. You can only do this with living mem- 
bers, not dead ones; all dead characters will be left 
behind. 

Immediately after combat concludes, the party is 
placed in camp mode. This is where you heal your 
injured members, and look over whatever goodies 
you took from the defeated monsters (if you ran 
away from combat, there won’t be any treasure). 
Most items will be ordinary, but some will be spe- 
cial. The group’s sorcerer is the one who evaluates 
the objects, and special ones will have a star next 
to them. These specials can be anything from rubies 
and diamonds to magical weapons and armor, po- 
tions, rings of protection, or items with spell-cast- 
ing abilities. 

How much the party can take depends on how 
many open slots they have (a maximum of 10 items 
per person can be carried), and how large it is. A 
character can carry more small objects than 
medium or large ones. Of course, you can always 
drop an item to make room for something better 
(ditching an ordinary shield in favor of a shield+2, 
for instance). 

Also in camp you can save the game (but only 
outdoors, not in a dungeon). This has a great ad- 
vantage; the program does not wipe out your save 
if you leave camp. Therefore, if some of your party 
get killed, you can simply reboot and start over 
again from your last saved position (this is auto- 
matic). Naturally, any experience or treasure found 
since the save will be lost, but on the other hand, 
you will have your party intact again. 

In the dungeon, things are a little bit different. 
It’s all done close-up, like detailed combat, with 
the individual party members represented by their 
icons. And this is where a problem crops up. The 
problem is movement. When you first enter a dun- 
geon (or a new dungeon level), you choose the 
party member who will be "active". This active 
character is the one who will respond to the move- 
ment commands; all other party members will fol- 
low that one automatically. It sounds good, but of- 
ten you will find party members getting stuck be- 
hind walls. 

When this happens, the only thing you can do is 



set everyone to "independent" status (meaning they 
don’t move at all), and set the stuck ones (one at a 
time) to active status, and move them away from 
the obstruction. You can end up doing a lot of 
these maneuvers unless you’re really careful. 

Fortunately, when you go up or down a level in 
a dungeon, everyone in the group goes along, re- 
gardless of what movement status they have. This is 
helpful when travelling through known areas; you 
make one member active, all the rest independent, 
and then move the active one as quickly as possible 
to the stairs. It’s a great time-saver. 

Another drawback to dungeons is the inability to 
set up for combat. When an encounter occurs, it 
happens right then, right there, and you must fight 
as-is; you have no opportunity to change positions 
until after the combat has started. This could be a 
problem if your weaker members happen to be 
bunched up near the front, and your fighters are in 
the back. 

Experience, is difficult to come by, and this 
makes advancement slow, especially for dual- 
classed characters. There are no levels in the game, 
just gradual improvement of skills and attributes (a 
much more sensible way of doing things). Killing 
monsters is the only way of gaining experience, and 
you do need to waste a good many of them to get a 
decent amount of points. 

Each time you return to the Crossed Swords Inn, 
you can exchange experience points for skill im- 
provement. Each skill requires a certain number of 
points, and the increase is randomly determined, 
depending on how far you’ve advanced. For exam- 
ple, it costs four experience points to increase 
sword skill. If the skill is currently under 100, the 
increase will be somewhere between 1-8 points. 
When the skill reaches 100, the increase will be 
only 1-4 points. At ability 150, increase is only 1- 
2, and at 200, only 1 point. 

Now let’s take a look at the world. You begin at 
the Crossed Swords, with either the original party 
or one of your own design. Leaving the inn, you 
find yourself in town, near the front gate, with a 
small double-icon representing the party as a 
whole. The icon can be moved in any of eight di- 
rections by pressing the appropriate number (a 
small rosette is displayed at the lower right showing 
which number corresponds to which direction). 

The town has a number of establishments: tem- 
ples, where priests can restore their karma (needed 
for spells); shops that sell various items of equip- 
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ment; taverns, where you can pick up valuable info 
and reduce morale loss; a market, where you sell 
treasure; an armory, with weapons and armor (only 
ordinary) for sale; a park; a cemetery; a wizard’s 
mansion (they will improve any magic item for a 
fee); and a training ground for skill improvement. 

Outside Arghan to the south are the ruins. Here 
monsters abound, and encounters are frequent. The 
further away from the gate you go, the nastier the 
things you will come up against. Fortunately, there 
are a few temples out there, where you can safely 
stay for awhile and rest up, provided you know the 
word that opens the door. 

At the beginning, stay in town. You are no 
match for the creatures roaming in the ruins. Most 
especially, read the manual thoroughly. It contains 
excellent advice, and you should pay attention to it; 
you’ll live longer that way. In fact, read the manual 
a couple of times before you boot the game, so you 
know what you’re doing. 

Combat is generally straightforward. Always 
eliminate the more powerful monsters first. Usually 
these will be enemy spell-casters, who can make 
real trouble for you if you don’t get to them fast. 
When fighting at night, cast a Foxfire spell as soon 
as possible; visibility is greatly reduced in the dark. 
When you’re up against the likes of Undead War- 
riors, always get off a Reveal Enemy spell; Warriors 
are usually accompanied by ghosts and such who 
will often be invisible at the start. Vampires are es- 
pecially nasty, since they reduce life points directly 
upon touch, and most of the time you’ll have to 
rely on your priests to get rid of them, although 
they are killable (it takes awhile, tho). 

The dungeon levels have set encounters. Mon- 
sters will be found in specific places, and once 
killed, they will not reappear. This is handy, as the 
dungeons are certainly the most difficult areas of 
the game, and cleaning then out is a long and hard 
task. Do one level at a time, and go back to town 
in between. Remember that you still have to fight 
your way back to Arghan, so don’t use up all your 
resources in the dungeon (no saving there!); you 
may be too weak to survive in the wilderness. Also, 
make sure you go over every spot on every level; 
you will find some interesting items, and also pick 
up some very valuable information. 

Tarmon is exceptionally hard to kill. He is also 
surrounded by a small army of demons, just to 
make things more difficult for you. It is quite 
likely that one or more of your party will die be- 


fore you finish off Tarmon, so do your best to 
keep at least one priest alive through the combat. 
You should not attempt the final level of Tarmon’s 
stronghold until your party has the best possible 
armor and weapons (but do NOT, under any cir- 
cumstances, hit Tarmon with a magic weapon; it 
will shatter), your sorcerer is at maximum power, 
your priests at maximum karma, and your party 
generally at maximum skill abilities. 

My one quarrel with this game is that the em- 
phasis is very heavy on hack and slash. The puz- 
zles, such as they are, are pretty trivial. There is no 
interaction to speak of between the party and any- 



one else. In town, you either buy or sell, both of 
which are mechanical actions; outdoors, everything 
you come across is hostile and must be killed. It 
does tend to get a little dull after awhile. Still, the 
game has many interesting features of its own, and 
should not be overlooked on that account. 

Bottom line; Recommended, although a little less 
hack and a little more puzzle would have been 
better. 

Copyright 1986 by Scorpia, all rights reserved. 
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(cont. from pg. 28) 

length of time, your Avatar may be returned to it’s 
turf. 

If your Avatar should die, the situation may be 
handled in a number of ways. In most cases, your 
Avatar will just be reincarnated back in it’s turf. 
The Oracle is known for being rough on those who 
are foolish enough to get themselves killed, and 
may extract a payment of saving for the favor of 
incarnating. The Oracle may even grant an exit in- 
terview which can be good, or may not be so good 
based on the situation of your death. 

An Avatar who has acted "evil", by the standards 
of the Oracle, can receive a variety of sentences. 
Some go through the next life with the head of a 
goat or other animal. Some are required to pay a 
heavy fine from the trust fund or are "grounded" to 
their turf for a certain amount of time. Some may 
even be banished forever from Habitat. 

THE FUTURE 

Habitat is an ever changing world. The program 
disk that permits you online access to enter the 
world of Habitat contains the necessary objects to 
provide for many activities. New objects and things 


needed to expand the Habitat can be easily down- 
loaded to your Habitat or other disks. New theme 
areas, western, space and others, may require the 
purchase of new disks. But in the minds of Chip 
Morningstar from Lucusfilm and Janet Hunter of 
QuantumLink, and many others already associated 
with Habitat, there is a long and prosperous future 
in Habitat. 

The future Avatars among us will find plenty of 
fun and challenge in this first network-based, 
graphics-oriented multi-player "world simulation". 
The computer software will provide the sights and 
sounds of a world that changes and evolves as 
players communicate and interact with one another. 

This game effectively optimizes the local stor- 
age, processing and graphics power of the low cost 
Commodore 64/128 home computer that is in over 
four million homes and the real-time, person-to- 
person, interactivity made possible by a low cost 
nationwide network that is accessible with a local 
phone call. 

In our next issue, the Commodore Key will pro- 
vide a detailed walkthrough of an adventure in 
Habitat. Until then, have fun and remember, it’s 
only a game. 


NOW FOR COMMODORE-64 


NAPOLEON AT WATERLOO Now with 4 scenarios. Relive this clas- 
sic battle, as you lead the French against the combined strength of the 
British and Prussian armies. The crisp graphics and simple to use com- 
mand system make this real-time game a joy to play. A must for anyone 
interested in Napoleonic warfare. If you already own NAPOLEON AT 
WATERLOO, the new version is available for $12.50 

“This game has a lot going for it" — Mark Bausman, Computer Gaming 
World 

ALSO FOR COMMODORE-64 

ROME and the Barbarians A military simulation of the Western 
Roman Empire’s struggle for survival. As supreme military commander, 
you must exercise a combination of military prowess and clever financial 
management. 

"This game’s excellence comes from its realistic understanding of histor- 
ical issues!’ — Michael Ciraolo, ANTIC magazine 
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NAPOLEON AT WATERLOO— $34.95 

ATARI 40K 

Commodore-64 

ROME and the Barbarians— $34.95 

ATARI 32K 

Commodore-64 


SNEAK PREVIEW 

INVASION of SICILY 

• Solitare or two-player 

• Three difficulty levels 

• Variable set-up 

• Game save 

• MORE 






TO ORDER: To order by phone, VISA and MC owners can call (913)362-9267. To order by mail, send check or money order to KRENtek Software. P.O. Box 3372, 

Kansas City, K S 66103.TREE SHIPPING in USA . , j o jioo 

GUARANTEE: H you are not fully satisfied with any game bought directly from KRENtek, return it within 30 days lor a lull refund. Circle Reader Service #38 
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A SPECIAL OFFER TO 
COMPUTER GAMING WORLD READERS 
WHO OWN COMMODORE 64/128 COMPUTERS 

Get FREE QuantumLink software and a FREE month on 
QuantumLink when you sign up for your first month at 

If you need a modem, we’ll send you FREE QuantumLin 
PLUS a FREE 300 baud auto-dial modem when you sign up 
4 months of service at $39.80. 

QuantumLink is an easy-to-use, fun, affordable online service that will help you take full 
advantage of your Commodore computer. As a QuantumLink member, you’ll be able to aco 
more services than you ever imagined. 

HERE ARE JUST A FEW OF THE SERVICES AVAILABLE. 

• play games with people all over the country, including the multi-player full-cot 
graphics game. Habitat. (Habitat was developed by Lucasfilm, Ltd., the creators 
of Star Wars.) 

• get fast answers to your questions from Commodore experts 

• access thousands of free software programs 

• save time and money by booking plane reservations and ordering products 
electronically 

• preview “hit” software before you buy it 

• tap into the latest up-to-the-minute news 

• meet and talk with new friends from all across the country 

• access the Academic American Encyclopedia from Grolier 



QUANTUMLINK IS THE MOST AFFORDABLE TELECOMMUNICATIONS SERVICE for 
Commodore owners. As a Q-Link member, you will have access to a wide range of services for 
a monthly fee of only $9.95.* 


DON’T MISS THIS 
SPECIAL OFFER- 
ORDER TODAY! 

To order 

QuantumLink, just 
complete this 
coupon and maii. 


r 


Send coupon to: 

Quantum Computer Services 

8620 Westwood Center Drive 
Vienna, VA 22180 

Name 



Address 

City, State, Zip 


Phone. 


CLIP AND RETURN 



□ i NEED A MODEM. Please send me my free 
300 baud auto-dial modem and Quantum- 
Link software. Charge my credit card $39.80 
to cover the $9.95 monthly fee for the first 
four months. 

□ I HAVE A MODEM. Please send me the free 
QuantumLink software. Charge my credit 
card the first month’s fee of $9.95 and my 
second month’s fee will be waived. 


Do you want to subscribe to 
COMPUTER GAMING WORLD? 

□ Yes. Please charge my credit card for: 

□ 9 issues (one year) at $19.95 

□ 18 ISSUES (two years) at $36.95 

□ No 

Credit card: □ MasterCard □ Visa 

Account # Exp. date 

What type of computer do you own? 

What type of modem do you own? 


Offer valid through 12/31/86. 


* Pricing subject to change. 



CGW Has Data Disks! 



Two award winning screens from CGW's 
exciting Lode Runner Disk 


fjo^Rmaux. 

Our Lode Runner Disk contains 60 screens that were a part of CGW’s 
Lode Runner Design Contest. Here are 60 creative and challenging 
designs. Some are beautiful, some are devious, all are fun to play! 
Broderbund’s Lode Runner game is required to use this data disk. 
Available for APPLE, ATARI, and C-64. 

Also Available: 

Cosmic Balance Shipyard Disk #1: Contains over 20 ships that competed in CGW’s 

1983 tournament. SSI’s Cosmic Balance game required. Apple, Atari, C-64 

Cosmic Balance Shipyard Disk #2: Contains over 35 ships that competed in CGW’s 

1984 tournament. SSI’s Cosmic Balance game required. Apple, Atari, C-64 
Robotwar Disk #1: Contains the source code for the 12 entrants in CGW’s 1983 
tournament. Muse’s Robotwar game is reguired. Apple. 

Robotwar Disk #2; Contains 17 entrants in CGW’s 1984 tournament. Robotwar game is 
required. Apple. 

All disks are $15.00 each. Any two for $25.00. California residents add 
6% sales tax. 

When ordering specify which machine (Apple, Atari, C-64). 

TO ORDER: Send check, money order. Visa or MasterCard to 
COMPUTER GAMING WORLD, disk order Dept., P.O. Box 4566, 
Anaheim, CA 92803-4566. Please allow 4-6 weeks for delivery. 


BACK ISSUES ARE AVAILABLE 

Send $3.50 per issue 


When ordering, please indicate alternate selections 


2.6 - History of a Wargame Design; Japanese Strategy in 
Guadalcanal Campaign; Eastern Front Scenarios; Star Maze; 
Legionnaire; Cytron Masters Upgrade; Andromeda Conquest; 
Torpedo Fire Scenarios; Beyond Sargon II; and more! 

3.1 - Serpentine; Cosmic Balance; S.E.U.I.S.; Armor Assault; 
The Arcade Machine; INDEX; and morel 

3.2 - Computer Games in 1983; Cosmic Balance Tactics and 
Ship Design; Zork! Overview; Ultima II; Millionaire; Robotwar 
Tournament Results; Epidemic; and more! 

3.3 - Close Assault; Computer Ambush; Adventure Game 
Contest; Pinball Construction Set; Germany 1985; Galactic 
Attack; Two Computer Baseball Leagues; Chess 7.0; and 
more! 

3.4 - Suspended; M.U.L.E.; Battle for Normandy Strategy; 
Serpent’s Star Hints; Cosmic Balance Contest Results; 
Knights of the Desert; Galactic Adventures; Gomputer Golf!; 
Bomb Alley; and more! 

3.5 - Electronic Arts; Combat Leader; Archon; Lode Runner; 
TAC; Paris in Danger; Cosmic Balance II; Delta Squadron; 
Zork III Tips; and more! 

3.6 - Ultima III; Operation Whirlwind; Reach for the Stars; 
Legacy of Lylgamyn; Broadsides; North Atlantic ’86; Zork II 
Tips; and more! 

4.2 - Chris Crawford on Computer Game Design; Goren’s 
Computerized Bridge; Carrier Force; DIRECTORY OF 
GAME MANUFACTURERS; Robotwar Tournament Results; 
M.U.L.E. Designer Notes; Starcross Tips; Parthian Kings; and 
more! 

4.3 - Seven Cities of Gold; View from a Playtester; Universe - 
Two Reviews; Mig Alley Ace; Questron; Tycoon and Baron; A 
Broadsides Replay; Chancellor of the Exchequer; Enchanter 
Tips; Children’s Games - A Shopping Guide; Under Southern 
Skies; Chivalry; and more! 

4.4 - Jupiter Mission; Fifth Eskadra; Excalibur review and 
Designer’s Notes; War in Russia; President Elect and 1984; 
Lode Runner Contest; Fighter Command; Galactic Gladiator 
Scenarios; Flight Simulator II and Solo Flight; Crypt of 
Medea; Sorcerer Tips; and more! 


4.6 - Carrier Force Replay; When Superpowers Collide; Mail 
Order Games; Panzer-jagd Review; More Galactic Gladiator 
Scenarios; Cutthroat Hints; Should You Turn Pro?; 
Dreadnoughts; F-15 Strike Eagle; and more! 

5.1 - War in Russia Replay (Pt 1); Hitchhiker’s Guide to the 
Galaxy (two articles); A Software Agent Looks at the 
Industry; Breakthrough in the Ardennes Designer Notes; Gulf 
Strike; Cosmic Balance Contest Results; Clear for Action; and 
more! 

5.2 - Lode Runner Contest Results; Carriers at War; War in 
Russia Replay (Pt 2); Kampfgruppe; IBM Goes to War; 
Suspect Hints; Robot Odyssey I and Chipwits; The New Atari 
Computers; and more! 

5.3 - Sports Games Survey; The Battle of Chickamauga; 
Imperium Galactum; Games You’ll Never See; Crusade in 
Europe Design Notes; Lucasfilm Enters Home Gaming; 
Baseball Games for Your Computer; Mindwheel Hints; Silicon 
Cerebrum; Reforger '88; Napoleon at Waterloo; and more! 

5.4 - Operation Market Garden; Fog of War in Computer 
Games; Ultima II for Mac; The Amiga Computer; Computer 
Gaming in Japan; Phantasie tips; The Railroad Works; Six 
Gun Shootout; and more! 

#26 - Conflict in Viet Nam; Inside Ultima IV; The Halley 
Project; Silent Service Designer’s Notes; The Kobayashi 
Alternative; Spellbreaker Tips; Koronis Rift; Eidolon; Story 
Tree; and more! 

#27 - Under Fire Replay; Europe Ablaze and U.S.A.A.F.; 
Map Design for Computers; 7th Fleet; Game Manufacturer 
Survey; Battle of Antietam; Ballyhoo Tips; and morel 

#28 - The Dark Ages of Computer Game Deskn; Three 
article on computerized baseball; Autoduel; Alter Ego; Nam; 
The Current State of the Entertainment Industry; Halley 
Project Update; Amazon Tips; and more! 

#29 - Battlegroup U Mech Brigade; Psi 5 Trading Co.; Battle 
of the Atlantic (SimCan); Universe II Playtester Notes; Island 
of Kesmai; Borrowed Time Tips; Golf Games; Countdown to 
Shutdown; Moebius; Norway 1985; Clash Of Wills; and more! 

f :30 - American Dream Review; Phantasie II; Industry 
urvey; Kobayashi Alternative Revisited; Orbiter and Flight 
Simulator for Mac; Silent Service for Atari; Championship 
Basketball; and more! 
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PEEK (Con.) 

flight from orbit to Moon 
landing from the pilot’s point 
of view. Using keyboard or 
joystick, you will learn to 
master the forces of gravity 
and inertial motion. Once you 
have mastered the LLV con- 
trols you can investigate the 
Moon on your own. Explore 
rilles and craters; find the 
Apollo 1 1 landing site; collect 
ore canisters left on the sur- 
face by mining teams; etc. 
Apple, IBM. Circle #5 

Gerhardt Software 

32600 Concord Dr. Dept. 401 

Madison Heights, MI 48071 

WARRIOR’S REALM: A 
dungeon exploration adven- 
ture. You pick the number of 
levels you wish to fight your 
way through (1-9 levels for 
novices; up to 99 levels if you 
are feeling suicidal). The lev- 
els are randomly generated for 
each game. Apple. $29.95. 
Circle Reader Service #6 
Great Game Products 
8804 Chalon Dr. 

Bethesda, MD 20817 
PLAY BRIDGE WITH 
SHEINWOLD: Test your de- 
clarer play at the bridge table 
with deals designed by expert 
Alfred Sheinwold. You play 
these 91 deals in an 
"Autobridge" manner, with 
one to five tries to come with 
the correct play each time it 
is your turn to play from your 
hand or the dummy. A book 
explaining the proper play of 
each deal is included. The 
product won a 1985 Consumer 
Electronics Show Award for 
"Outstanding Innovative Pro- 
gramming". Apple, C-64, 

IBM. 29.95. Circle #7 
Infinity Systems International 
P.O. Box 9964 
Berkeley, CA 94709 

ELECTRONIC GO BOARD: 


We will never understand why 
the USA, a nation that loves 
to play games, has never 
taken to the exquisite oriental 
game of GO. It is easier to 
learn than chess yet is more 
intricate and it has an excel- 
lent system of handicapping 
that permits people of dif- 
fering abilities to compete 
evenly. For those of you that 
HAVE discovered GO and are 
serious about becoming good 
GO players there is Electronic 
Go Board. More than just an 
electronic GO board, EGB is 
a tutor with numerous fea- 
tures of interest to students of 
GO. Designed by two GO 
aficionados, EGB will be of 
interest to all GO players with 
IBMs. $29.95. Circle #8 

Mike & Jim Co. 

P.O. Box 5513 

Fort Wayne, IN 46895 

PC-ARENA 

(OTHELLO/CHESS): Not a 
computer game as such, PC 
Arena is a software package 
that permits IBM owners to 
play Othello and Chess via 
modem. Communications, 
scoring, player prompting, 
move judging and board 
maintenance are all managed 
by the gaming system. $19.95. 
Circle Reader Service #9 

Origin Systems 

340 Harvey Rd. 

Manchester, NH 03103 
OGRE: The long awaited 
computer version of the very 
popular OGRE board game 
has arrived. The OGRE is a 
21st century cybernetic tank 
which is opposed by a roster 
of smaller but more numerous 
tank and antitank weapons. 
The board game is great, we 
think the computer version 
will also rate highly. Check it 
out. Apple II 64K. Circle #10 


I trodart H 


a WAR GAME . . . 
REAL TIME . . . 
ovtr the PHONE 


TRODART is a two player WAR GAME 
that provides the challenge of a strategy 
game with the action that only REAL 
TIME can provida The object is to cap- 
ture the enemy base while defending your 
base. NO LIMIT to the amount of 
simultaneous action! NO WAITING for 
the other sida its REAL TIME I 

REAL TIME over the telephone? That’s 
right, TRODART’s unique algorithm 
allows two independent computers to ex- 
ecute the same program in synchronization 
with each other. Therefora since the proc- 
essing is local to each computer, there is 
no slow down in action due to the 
modem's speed limitation. 

Since TRODART is played on two com- 
puters, the competition can be anywhere 
you can call. Also, you are always the good 
guy. and the other player is always the bad 
guy (TRODART inverts coordinates from 
the other machine), therefora no matter 
which machine you play on, your home 
base is always in the lower left comer. 

TRODART requires an IBM -PC (or 
compatible) or TI-PRO with MS-DOS 
2.1, 128k of memory, one floppy disk drive 
and a 300 baud modem. With IBM -PC — 
not recommended for use with mono- 
chrome board. When ordering please specify 
either IBM - PC or TI - PRO computer. 

For Ordering Only; 

Call toll free; 1-800-643-9039, x 119. 

(In Ihxas; 1-800-392-6273, x 119, 

$39.95, add $2.45 sales tax.) 

VISA (MASTERCARD accepted. 

For additional information, write: 

□□UJhile 5227 Shady Oaks Ln. 
Softuiare Friendswood, TX 77546-3019 

Circle Reader Service #18 


SubLogic Corp. 

713 Edgebrook Dr. 

Champaign, IL 61820 

PURE-STAT BASEBALL: A 
new stat based baseball game 
that includes stat compiling 
abilities along with hi-res 
graphics. The game includes a 
1985 team data disk. You can 
form leagues, trade players, 
draft new players, create your 
own teams. The game can 
track a team’s season stats and 
individual player year-to-date 
stats. With the graphics dis- 
play turned off you can play 
a game in 2 1/2 minutes (an 
ideal feature for season re- 
plays. C-64. Circle #11 



PC-ARENA 


OGRE 


PURE-STAT BASEBALL 






The results of RID #30 are still being collected 
and will appear in CGW #32. Please note that there 
is not a new RID rating page for this issue. The 
results below are as they appeared in RID #30 in 
our August issue. Kampfgruppe (strategy) and 
Ultima IV (adventure/action) are our top rated 
games according to you, our readers. 


Name 

Strategy 

Mfg Machine 

Tms 

Rtd 

Avg 

Rsd 

Rating 

Name 

Adventure/ Action 

Mfg Machine Tms 

Rtd 

Avg 

Rsd 

Rating 

Kampfgruppe 

SSI 

C.Ap.At 

4 

120 

7.93 

Ultima IV 

Orign 

C.Ap, At 

3 

83 

8.00 

Silent Service 

MicPr 

C,At 

3 

103 

7.77 

Bard's Tale 

EA 

C.Ap 

3 

58 

7.85 

Mech Brigade 

SSI 

C.Ap 

3 

72 

7.70 

Wizardry I 

SirTc 

Ap.I 

16 

73 

7.76 

Europe Ablaze 

SSG 

C.Ap 

3 

27 

7.62 

Wizard's Crown 

SSI 

C.Ap 

2 

22 

7.73 

Battlegroup 

SSI 

C.Ap 

1 

24 

7.62 

Ultima III 

Orign 

All 

10 

107 

7.64 

H.U.L.E. 

EA 

C,At 

13 

81 

7.51 

Elite 

F i reb 

C.Ap 

2 

27 

7.44 

Battle of Antietam 

SSI 

C,Ap,At 

2 

39 

7.49 

Enchanter 

Inf cm 

All 

2 

32 

7.43 

Star Fleet I 

Cygnus 

C.At.I 

3 

29 

7.44 

Hardbal 1 

Accld 

C.Ap 

3 

26 

7.43 

War in Russia 

SSI 

Ap.At 

6 

71 

7.40 

Phantasie 

SSI 

C.Ap 

4 

75 

7.41 

Decision in Desert 

MicPr 

C,At 

2 

45 

7.33 

Spel Ibreaker 

Inf cm 

All 

3 

20 

7.34 

Ancient Art of War 

Brodr 

I.M 

5 

30 

7.32 

F-15 Strike Egl 

MicPr 

All 

5 

140 

7.21 

Crusade in Europe 

MicPr 

C.Ap.At 

4 

84 

7.24 

Knight of Diamonds 

SirTc 

Ap 

11 

53 

7.19 

Fighter Command 

SSI 

C.Ap 

8 

43 

7.24 

Legacy of Llygamyn 

SirTc 

Ap 

7 

58 

7.18 

Guadalcanal Camp 

SSI 

Ap 

9 

48 

7.24 

Phantasie II 

SSI 

C.Ap 

2 

25 

7.18 

Seven Cities Gold 

EA 

All 

7 

118 

7.20 

Archon I 

EA 

All 

10 

98 

7.14 

Under Fire 

AH 

Ap 

5 

24 

7.19 

One on One 

EA 

All 

7 

74 

7.14 

Carriers at War 

SSG 

C.Ap 

4 

81 

7.17 

Quest ron 

SSI 

C.Ap.At 

5 

97 

7.13 

Reach for Stars 

SSG 

C.Ap 

4 

50 

7.12 

Auto Duel 

Orign 

Ap 

2 

29 

7.12 

Combat Leader 

SSI 

C.At 

5 

56 

7.11 

Zork Series 

Inf cm 

All 

7 

122 

7.09 

Computer Baseball 

SSI 

All 

6 

36 

7.10 

Lode Runner 

EA 

All 

6 

60 

7.07 

Hicfo Lg Baseball 

MicLg 

All 

6 

36 

7.09 

Sorcerer 

Inf cm 

All 

5 

58 

7.07 

Heart of Africa 

EA 

C 

3 

27 

7.09 

Ultima II 

Orign 

Ap 

8 

61 

7.00 

Galactic Gladrs 

SSI 

Ap.I 

3 

32 

7.07 

Ultima I 

Orign 

Ap 

2 

48 

6.96 

Oper Hkt Garden 

SSI 

C.Ap.At 

4 

58 

7.06 

Deadline 

Inf cm 

Ap.At, I 

3 

44 

6.94 

Flight Sim II 

SubLg 

C.Ap.At 

5 

91 

7.05 

Galactic Advntres 

SSI 

Ap.At 

4 

35 

6.90 

Colonial Conquest 

SSI 

C.At 

2 

59 

7.05 

Hitchhiker's Guide 

Inf cm 

All 

4 

108 

6.86 

Carrier Force 

SSI 

C.Ap.At 

5 

108 

7.04 

Planetfal 1 

Inf cm 

All 

3 

51 

6.86 

Field of Fire 

SSI 

C.At 

4 

72 

7.01 

Racing Dest Set 

EA 

C 

3 

49 

6.78 

Breakthru Ardennes 

SSI 

C.Ap.At 

3 

44 

6.95 

Moebi us 

Orign 

Ap 

2 

21 

6.71 

Computer Ambush 

SSI 

C.Ap.At 

5 

46 

6.93 

Wishbringer 

Inf cm 

All 

2 

42 

6.68 

U.S.A.A.F. 

SSI 

C.Ap.At 

2 

26 

6.92 

Archon 1 1 

EA 

C.Ap.At 

4 

76 

6.64 

NAM 

SSI 

C.Ap.At 

3 

24 

6.88 

Karateka 

Brodr 

C.Ap.At 

3 

79 

6.64 

Cosmic Balance 

SSI 

C.Ap.At 

5 

84 

6.83 

Suspended 

Inf cm 

At, Ap.I 

6 

61 

6.63 

Bomb Alley 

SSI 

Ap 

4 

32 

6.82 

Mig Alley Ace 

MicPr 

C.At 

3 

40 

6.55 

Star League BB 

Gmstr 

C.Ap 

1 

73 

6.78 

Suspect 

Inf cm 

Ap.At, I 

2 

48 

6.39 

Gato 

SpHb 

Ap.I.M 

3 

79 

6.77 

Infidel 

Inf cm 

All 

3 

52 

6.38 

Gulf Strike 

AH 

At 

4 

33 

6.75 

Gemstone Warrior 

SSI 

C.Ap.At 

3 

76 

6.36 

Universe 

Omtrn 

Ap.I.M 

3 

46 

6.73 

Sky Fox 

EA 

Ap, I .Am 

2 

107 

6.30 

Knights of Desert 

SSI 

All 

5 

63 

6.61 

Six Gun Shootout 

SSI 

C.Ap.At 

3 

69 

6.29 

Halley Project 

Mndsc 

C.Ap.At 

2 

24 

6.50 

Mask of the Sun 

Brodr 

Ap.At 

1 

26 

6.27 

Jet 

SubLg 

I 

4 

24 

6.45 

Hacker 

Actvs 

C.Ap.At 

3 

41 

6.24 

Chickamauga 

GDW 

At 

1 

26 

6.38 

Seastalker 

Inf cm 

All 

1 

46 

6.17 

Panzer Grenadier 

SSI 

C,Ap, At 

3 

23 

6.35 

Amazon 

Telrm 

C.Ap.I 

1 

23 

6.13 

Battalion Cmdr 

SSI 

C.Ap.At 

3 

33 

6.34 

Witness 

Inf cm 

All 

3 

43 

6.10 

Objective Kurks 

SSI 

C.Ap 

2 

44 

6.28 

Murder on Zinder 

EA 

All 

4 

71 

6.08 

Grey Seas/Skies 

SimCa 

C.Ap 

4 

20 

6.24 

Solo Flight 

MicPr 

C.Ap.At 

2 

23 

6.04 

NATO Commander 

MicPr 

C.Ap.At 

3 

38 

5.88 

Alternate Reality 

Dasft 

C.Ap.At 

1 

28 

5.89 

President Elect 

SSI 

C.Ap 

2 

20 

5.83 

Dam Busters 

Accld 

C.Ap.I 

3 

21 

5.57 

Andromeda Conq 

AH 

Ap.At. I 

1 

40 

5.67 

Eidolon 

Epyx 

C, Ap, At 

2 

31 

5.55 







Kobayashi Alt 

SimSh 

C.Ap.I 

2 

34 

5.03 
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A Strange Woman Wants to Marry You. 


An unknown man is 
trying to kiii you. The 
State of Texas wants 
you for murder. But 
that’s not your ^ 
probiem. Your 
reaiprobiem 1 
is... ^ 



It’s a new text adventure that 
feels like a Hitchcock-style 
nightmare. You’re lost on the 
streets of Manhattan with no 
money, no friends, no mem- 
ory —and someone wants you 
dead. Somewhere in The City 
are the clues to your identity 
—and your survival. The hard 
part is finding them— and 
eliminating your problems 
before they eliminate you. 


You are locked in a cell. It is bare and 
dark and smelts of lives gone sour. The 
only light is a feeble fluorescent glow 
that slants in through the louvered grill 
on the iron door You know the door is 
iron because you have been beating on 
it. Your hands are sore, and your right 
eye is swollen shut. You ache all over. 

—Ask the guard for some food, thank 
him, then eat it and go to sleep. 


A 1700-word vocabulary recognizes com- 
plicated commands in plain English. 



It feels great to be a faceless, nameless 
atom among a million others churning 
about in the grid of Manhattan s streets. 

It feels safe. As you approach Fifth 
Avenue, the brief buoyancy of feeling 
free gives way to ordinary now-what 
anxieties. You've got no money, no credit 
cards, nowhere to sleep, and no 
visible means of support. 

— Beg for money, then enter the 
subway station. 


It’s Manhattan on four disk sides! Over 4000 
locations to explore, including 650 streets 
and the entire Manhattan subway system. 


We think it’s the best writing ever in a text adventure. 
It was written by award-winning novelist Thomas M. Disch— 
not a team of computer programmers. In addition to his 1980 
Campbell Award for On Wings of Song, Disch’s works have won 
major awards in England and Japan. The game’s 300-page 
manuscript is the most ambitious ever in interactive fiction. 

“A robust writer. . . a virtuoso .”— New York Times Book Review 
“. . . perhaps the most respected, least trusted, most envied . . . 
of all SF writers of the first rank: his reputation can only grow.” 
- The Science Fiction Encyciopedia 



ELECTRONIC ARTS 


How to order Visit your retoiier. if you are unable to find the product at your local retailer, you con coll 800-245-4525 for direct VISA or Mastercard orders 
(in CA call 800-562-1112). The price lor direct purchases is $44.95 for the Apple and IBM versions, $39.95 for the Commodore version. To buy by mail, send 
check or money order to Electronic Arts Direct Sales, P.O. Box 7530, Son Mateo, CA 94403. Add $3 for shipping and handling ($4 Canadian). Allow 4 weeks for 
delivery. There is a 14- day, money-back guarantee on direct orders. For a complete product catalog, send 50e and a stamped, self-addressed *10 envelope 
to Electronic Arts Catalog Otter, 1320 Gateway Drive, San Mateo, CA 94404. Commodore, Apple, and IBM are registered trademarks of Commodore Business 
Machines. Apple Computer Inc., and International Business Machines, Inc., respectively. Thomas M. Disch’s Amnesia and Electronic Arts are registered 
trademarks of Electronic Arts. 







From Origin comes the long-awaited sequel 

V — ^ to the award-winning 

\ m. L Ultima™ III j 


Available on Apple' 


Quest of the 
A/atar 


A state-of-the-art fantasy role- 
playing game of unprecedented 
magnitude by Lord British™. 


computer gaming— one that challenges ^ ^ 

your physical and mental skills while ^ 

testing the true fabric of your character. 

Enter Britannia, kingdom of Lord 

British. Journey through terrain of infinite ^ -V > 

proportions, conversing with characters .9, - f 

on hundreds of topics. Unravel the 

mysteries of a superior magic system. At each turn beware of daemons, dragons and 
long-dead wizards haunting the most tranquil of places. Encounters with parties of 
mixed enemy types test your strategic abilities. Shrewd use of terrain can lead to 
victory against seemingly impossible odds. 

Survive this multi-quest fantasy, then begin the final conflict, your quest of the 
Avatar. The ultimate challenge— the self— awaits 


JOR/G/A/ 

^SYSTEMS /A/C. 340 HARVEY ROAD, MANCHESTER, NH 03103 (603) 644-3360 




ULTIMA™ III sends you on MOEBIUS™ takes you AUTODUEL^” is a futuristic, OGRE™ is a strategy game 

an incredible fantasy role- through the elemental fast-paced strategy role- fought on the nuclear bat- 
playing journey through planes of a colorful Orien- playing game where the tiefield of tomorrow as an 

monster-plagued Sosaria in tal world of fantasy and right of way goes to the inhuman juggernaut Cyber- 
search of the elusive adventure in search of the biggest guns. tank battles conventional 

Exodus. Orb of Celestial Harmony. forces. 

Ultima and Lord British are trademarks of Richard Garriott/Moebius is a trademark of Greg Malone/AutoDuel and Ogre are trademarks 

of Steve Jackson/Apple is a trademark of Apple Computer Inc/Previous Ultimas are not needed to enjoy Ultima IV Authors wanted. Call us today. 
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